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ijjS! Win a PRICELESS album I 
Win a pop gig with Chris Sievey! 
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Adventureland Guru revealed 
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^ SinclairStory 



Beginning a 
four part series 
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Now vou can enjov the thrills and splHs 
I of the World s Greatest Steeplechase 
' e very day of the year 

I • Strategy - You study the form 

* Planning - ¥ou choose your napp 
I • Tension - You place your bet 
I ♦Action - You rfde your mount 
•Reward - The acclaim of 
winning the world s Greatest 
Steeplechase 

The Grand nation a r - For the 
Thrill of a Uf^met 
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Mall Order: Jirst send a Cheque 
or PO payable to ELITE or 
quote your visa card numt>er. 
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Gremlins the Adventure, 
avattable early April on 
Spectrum^ Commodore 64, C16, 
BBC and Electron. 
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ATTHEL.E.T. 



Despite the Doom enct Gloom 
fTWfichants among the national 
pfe$s and TV gloat frvg over th« 
troubles at Acorn, the recent 
Leisure Electronics Trade show 
at OivfTipiis, proved that a meas- 
ure of oortfidence itill exists 
within the member* of Itie home 
completer software ir>du9try. 
The show completely filled two 
floors at the g tanl O tym pia 2 h al I 



and it all proved to be verv rively. 
As ususf. the nationial medl» 
have tended to gel it wrono. The 
trouble ia I hat the press at Tange 
hate 5 bubble' {or f«d if yoo like} 
to go on for too long. The comp- 
uter boom; wa» seen at a sort of 
skate board fad (and that never 
lasted), but urtfoiiunatelv it went 
on and on. Now suddenly Acorn 
get into trouble and the news 
media's cynicism is vindicated 
at last ■ the bubble has burst, or 
so they think. This conveniently 
ignores other nvachmes which 
are doing splendidly, Ihank you. 
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like (he Spectrum, Amstrad, 
Atari and theCommiOdore 64. 
Nevertheless, it would be in- 
accurate to say thai there wa» 
not also an aif of caution that 
pervading Olyn^pia. Computer 
manufacturera have had a hard 
tinve recently, arvd 'SO have soft- 
ware producers. Companies 
wit h St rong product were exp^- 
Eing to do well, but ctuiie a few 
have also been experiencing 
distrfbuti^Dn and retail difficult- 
ies. I don't particuEarly want to 

gel into arguments WTth comp- 
uter retail outlets over avitlabi I' 
Ity of good gan^ea^ b«csusa il is 
not the ent h u sdast shops whfch 
are to blame, but the giant mult- 
iple retail outlet. Many of these 
appear to have stocked up for 
Christmas with product, a lot o I 
which tsn't good enough to shift 
quickiy, arvd as happened lest 
year, tney are nowunwillinato 
buy in new games while old 
stock ties unsold on the shelves. 
Thi:s IS beginning to cause an 
a I m ost tf ad it tonal bott te neck 
wti tch throws ih e p\ ans of soft- 
ware houses into disarray arul 
prevents the development of 
newpfoduct. 

h behoves the buyers of the 
giani retail outlets and the distr- 
ibutors who serve them, lo have 
a good look at what i$ going on 
and try to sort it out a bit t>eRer. 

As a consequence of this tsot- 
tienecit, a number of software 
houses have' redlsoovefedmaii 
orderasawayofsellingiheir 
new product. While I think this rs 
encouraging, it seems a shama 
that, because of inbuilt in^fic* 
iencies in the present ^y^em, 
shops should lose interest in the 
market, thus reinforcing the 



f effects of the botttenecfc. 

What became apparent at the 
L£T show, was that many soft- 
ware houses who had concen- 
trated &fi Cornmodore 64 
procfuct over the Christmas 
period^, wSfe now turning back 
to Spectrum prodL^ction again — 
p roof that the SpCPCt rum is still 
buoyant. Garner lined up for 
imminent ralaa«e offer further 
proof that Sinclair's linfa 
machine still has room for exp- 
ansion both in the quality of the 
g raphics and i n the co nten i □ f 
the ideas, and that there are 
thousB nds wi 1 1 ing and ready to 
be delighted J9y ine wonders it 
offers. 



MORE PACKEDI 

This issue of CRASH sees prob- 
ably more individual item&than 
ever before. Ii'sall part of a gen- 
eral expansion of tfve material. I 
hopA everyone thinks that by 
breaking up the sections more, 
the magazine now offers a 
greater potential for information 
and enjoy mem. In fact the art 
department have had a hard 
time ffttiog avervthing in f Two 
ma in changes a re the creation of 
TECH NICHE, a separate column 
dealing with hardware, uti'liti<as 
and everything Ipchnical h isn't 
bU too big this month because of 
space, but it will tie growing. The 
second is r^ERELY MAN GRAM, 
a short column where Ltoyd 
give$ a sort of overview or 
games not actually reviewed for 
one reason or arwther and looks 
f orwa rd to ga mes abou t to be 
released. 
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This month f start a new short column aimed at summing up the month 's games and inciuding 
some of those that do not get a fail review in the issue for one reason or another, . , , 
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First off there ere three recent Fy 
released ce^ettes that will not 
rate e full review in CRASH be- 
cause they have been reviewed 
before under another guise. Of 
the three the worthiest is the 
new SOfTAiD games compil- 
ation which ks being sofd in aid 
of the Ethiopian A^p«al Fund. }( 
costs C4.39 and on side one you 
get The Band Atd hit single Do 
they know it's Christmas fol- 
lowed by Spelibound from Bey- 
ond, the 'Q'Befl' type game {re- 
viewed CRASH July 84). Froni 
The Eitea theie is Starbike 
(CRASH November B4). The 
olher most recent game is 
Kokoton, WiffUom EUte (CRASH 
October 84k. To complete side 
orte are two older games. The 
Pyramid from Fenta«v (CRASH 
March 84 1 and Ho/me Goes Ski 
ing frofri NMboume Houh/ 
Psion (pre-dates CRASH). On 
side two the mo&t recent games 
pre G)!!ig&n's Uoid ffom Ocean 
(CRASH Defflmber 34) end 3D 
Tank Du&J \rotn Realtifne 
ICRASH August 84). BackifiQ up 
the second side are Ant Aii^ck 
from QuiduJIva ICHASH Feb 
fuaiv 84 — issue 1 1, J^ck snd (he 
8emsta!li by Ttwar (CBASH Aug- 
ust 84) and SofiC&rY from Virgin 
Ganmes, The excellent infay 
gives a quick objectives run- 
down on each game and a tape 
counter setting so you can test- 
forward to the litte you want 
Sounds like excel tan t value and 
all in a good cause as well I 

The next two offerings are 
both from Msttertronic in Iheir 
199 range and both are re- 
releases. FifSt. Wiisrds WarrtofS, 
This came out before CflASH 
existed, but was well reviewed 
in the CRASH Mail Order catal 
Q^ue cif the iima. Basically a 
copy of the arcade original, you 
have to enter the crypts of the 
Wijtard and defeat his minions. 
Tbe various nasties behave 
differently and have different 
fking powers and habits. If you 
do reatly well, the angefed Wi/ 
ard might appear himself {al- 
though often he's invisible 
eKCfipi on the radar screen}. 
Ab«r>oft released this game 
originally, and at the time it was 
pretty gK>od, with smooth mach- 
ine code graphics to make a 
tough arcade game. It's well 
worth another look at the new 
low pr^ce, especially (or Spec- 
trum games historians. 

The second offering is not so 
brilliant, a re-re)ease of the SpirH 
Software road racer garm 
forrmu/a J (CRASH September 
84). Apan from the pnca change 
rhe main difference between 
this and the original is that ymj 
are no Longer supplied with the 
'yellow ashtray' steering wheel, 
instead the intay suggests the 
use of a "seilotape tin' lidi 
Although I have had letters from 
rea^rs saying they enjoyed the 



game, t would still suggest that 
It's pretty useless as a road 
racer. Interest! ngiy enough, the 
next development of raaa rani^r 

Ernes may well be the one 
isure Genius are currently 
planning, a Jicer>ced computer 
version of ScalextricI Fromwf^t 
little I've heard, it sounds like 
fun; the two players wiN not only 
have a top view of the track Ihey 
have created, but also their own 
3D eye level view. 

One game we never got 
around to reviewing properly is 
another of the Track iind Field' 
type games, this one from a soft- 
ware nouse caHed Century City 
The game is Ofympic Chsitenge 
and It offers the now iradiiional 
■range of events, namely the 
lOOm, iOOm and 1500m as well 
as the shot putt, discus, javelin, 
long jurrp, high jump, pole vauit 
and 1 10m hyrdws. There have 
been so many variations on this 
thern^? tha^i it has to be a oood 
one to score now. OtymfiicChgf- 
/engs lacks in most depert- 
ments; graphically it is poor 
with an unconvincing stick 
figure and stifted animation. 
Cnriis Passey will be passing 
more entailed comment on rveid 
month in our giant Sports 
Roundup. 

There seem to have been 
quite a few programs coming 
out focenily from all sorts of 
software houses that tend to 
resemble some of the 'parlour' 
games that were popular on the 
ZX81 and early Spectrum. This 
next one is typical. M- Ultimate 
from Sritinnia Software. This is 
a 3D noughts & crosses played 
on a grid of boxes 4 by 4, e»ch 
box being a ^rid of 4 tiv 4. The 
player ffgnts it out with the com- 
puter on three skill levels with a 
choice of going first or second. 
The player selects the square to 
fill next by moving a white 
cursor on an awkward set of 
keys (Z/X for up/down and N/M 
for left /right), As usuaL winning 
lines can be on any one STneB 
gri^d, or scattered throughout the 
3D whole, as lor^ as the lines 
are straight I M-Uftimats isn 'tthe 
most exciting version Vve evet 
seen, butitpietys^mean enough 
game on the higher iev&is andfs 
feasonahly fnendfy to use. 

Onto some goodies to iook 
to fWSf^ to next month! 

We'm running competitions 
this ntonth tor both Broad Street 
and Rocky Horror Show. The 
first IS from Argus Press Soft* 
ware and is based on Paul 
McCartney's movie 'Give my 
Regards to Bmad Street'. You 
play the part of the ex- Boat fe 
searching for the memtwrs of 
his bar^ all Qver the London 
Underground system. I haven't 
seen the Spectrum version yet, 
but the graphics look good arvd 
the game idea is novel, involv- 
ing a drive round the streets of 
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STATION! — a mind-btt>'»inff 
game from Motboum^ Hoat* 
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London using s road map sup- 
piifld. The packaging is excellflnl 
and the game pfonrxses much 
JFun. We'll s<^ next month in the 
full review. 

Pocky Horror Show was the 
^real seventies cult stage mus- 
ical {il was filmed as v^ell} and 
stars two mid-Amencan teen- 
age innocenlE (Grad and Janet] 
vwno get trapped m a B movie 
horror house when their car 
t}roaks down. The music was 
greal, Now CRL arc about to rel- 
ease a oamputer game version 
which iftcludes marvellous 
graph res bas«d firmlv on the 
film. The characters are well 
anjmated, using blAdc Hne 
graphics on a single colour back - 

8 round. You can plav either 
r4d or Janet in this non-sex ist 
■r;iphica.l adventure (no text 
npLa). As the CRL blurb says, 
there are folsa larfs, transylv- 
anian parties, thrills arrd chrHs, 
romance with gorgeous gaJs or 
hunky guvs, tt isn't easy having a 

Kood time, says Bce-vittain Frank 
i'Funer. but the game may 
prove him wrong, 

Anothei important game 
which arftved just too late lor a 
proper review i6 HtiWtOn 
Consultaitt's Dragon Tort of 
Avahfi. The plot Is $et In a tlrTxr a 
few years ^Tter A valon. iMor jig 
thD 5hapeshlft«r. Witch Oue<en 
ot the North, has gamed one of 
the five crowns of drilain ar\d 
threatens to gather the others 
from which $he will remake the 
magical Dragontorc and be- 
came all poweHtrl Once again 
you play the astrei projection of 
Ma roc in a quest to rescue his 
old tutor Meriyn, held captive by 
Marog. A lot of the action takes 

plaCO outside in Ihig new game 
and there is much more inier- 
action between the computer 
controlled characters and Maroc 
(S<fe Robin C«nc^'s Playing Tips 
section). Once again, the gfaph- 
ks are aunoaplieric and the 
game is ioysfick driven The 
player starts off w<th a few rrwre 
spells this time and author Stave 
Hinter has done some pretty 
mean hiding of the others, 

DK'Tronlcs s^t us a very 
early preview copy <>' f^^'' i^^^ 
graphics adventure based on 
ihEi pcpuFar TV series Minder'. 
In Minder you play Arthur Daley 
ar\d the object Is to maintain his 
dishonourable: tradition of 
making enough money to sup- 
port a tlamboyant life-style with- 
out do mg ^ny work. The game 
stans at Arthur's home, a great 
mystery that contains er 
indoors. There'* the Lock Up 
under (he railway arch. Terry's 
flat (Terry can he unsociable if 
you visit him at the wrong limes 
of day I, ihe Wind^ester Club and 
many other locations, Mtndof is 
a strategical graphics adventure 
with loads of Interactive char- 
actersalltrvingtobuyoFseilyou 
some I hi ng. You are given |us( a 
fortnight 10 keep yourself in 
ready cash With adventures it's 
often a question of choosing the 
right word's — with Minder the 
right adjectives to describe the 



rubbish you're trying lo self a 
character are all important, Il 
sounds like involved fun. 
Melbourne House are also sbpui 
to release a ma|or game called 
Starton. It's descriitted as a mulli- 
dimenfiional 243-fone space- 
time stmul anion re<iijiring reflex 
skitla, analytical powers, stam- 
ina and a keen sense of advent- 
ure (which rules me outi' The 
year is 2010 and your name is 
Starton, brightest gfaduate of 
the Space Academy, Vou have 
been selected to pilot the 5$ 
Stardate and go back In time to 
correct devastation wrought in 
the s^ace-Iime continuum by 
evil aliens. The idea is that aliens 
have been removing items of 
historical significance from their 
correct time zone to one another 
of the eight loc#i time lones. 
You must engage and destroy 
the enemy time stiips. The dead 
alien's iliega.l cargo will then 
notarial ise in the form of an 
alphabetical letter. Having co^ 
lected all the letters you will 
have to unscramble ttvafni 
<lecide what the item is, srKi then 
ffy through the time warp to the 
correct time rone lo replace il. 
The arcade etenwnts are numer- 
ous, and some sense of history 
will also htf useful! The author is 
David Webb, a 19 year old 
undergraduate in Mathematk^ 
at Oi(Tord University, He ha* 
writter> two books previously for 
Meltourne House. More on 
Stofion next month. 

That iusit teaves two items. 
First, Etnw are about to launch 
their new game Grsnd NatiOnsl 
whjch is oHfc sally endorsed by 
the Aintree raoe Course Comp- 
any, rt^ player becomes the 
jO<^ey, with the task of not only 
completing the 30-f@nce Akniree 
course, but also of selecting a 
particular horse to ride. In the 
first o' three seatorw a race 
report for (he currant (onm of 40 
horses is given, wi bets can be 
placed on runneth. The player 
then selects his horse (n the 
second section the race is run 
and allows thfe pl<jyer to monitor 
the horse from an overhead or 
side View, steering the reins, 
cfackirt^ the whip (to increase 
speed) and jumping fences The 
third section is a race report 
where the player can huild up a 
record and go for the final 
award- Grand /V^ti&nat shoufd 
be out now, price £6.95 

Second. BeyorMl should t>e 
releS'Stng this latest offering 
from the Denton Designs team 
caMe^i Shsdo^fiFf. All w« have 
at the mom&nt is a mock-up of 
Ifte excellent packaging. Be^^d 
say this icon-dnven graphical 
adventure is involved and 
complex, hut if it isn't yet 
released try tl>e time the r«Kt 
issue §oes to press, we hope to 
bring you a bettor idea of the 
game and son^e playing tips 
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The New Force 
in Software 




THEGAAIE OF DEADLY DflrV3N« 

BATTLECARS 

48K SPECTRUM . 



£7.95 




~Vou know you've 
goT winnff tlte 
instant you o^n the 
package ()c> out a ird 
btiyfil today 1 PC^ 
The only Real Time 
itmuiian^QUiacliort 
2 plAyflf Spectrum 



W^f?<A 



i^^t^l 






^ '<^: 




mm 




«K SPECmUM 
0,95 



m S 



t£, Magie and death on 
the plant of timba 
I for I'Ssorcerert. 



^ *T I'j?'^ ipella tofummon 
>^Tp^-l §"1 from the deptKjiO'f 
«ii^1t - ¥ hell «ind beyonfi! 



ALISMA 



4SK 
SPECTRUM 

£7 95 



r>^^ 



^'^ 






r/'^J5> 



1 



Ji* 



■npsBRas] 



A bntlianT mter 
active arcodft adwen- 
Ture lor 1-4 pi a vers 
50 Idcatton^ full of 
beautifyl(jraphic» 
•and dff Hi dly f a^^t the 
crown of comnwid 
awdili? 





"'Tower' IS ii classic. . It refines Jhe 

traditional adventure to perfection. ' 
Popvlgi Computing Weetify 
"A stantmglv Ofiqinwiand fresh 

approach Fantasy f^^S wiit love this 

tame.' CRASH 

"It lives up to all tKe claims made for 

It." ' Micro Adventurer 



4«K SPECTRUM C0MMOQpRE64 
r7.95 ^ £8.95 




1' U^P^-K*'! 




@^^ 






|SfcF\"'^ 



"AnnNcallvnl «nd 
detailed wargams 
»rithgr*phfc* 10 
match 41 l«iil" 
CflASH 

The accl«inn«d wat' 
game *i now on Cfi4 
and QL contami 
ovur 200K' 




Iffi t^^ .vf F 
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Gamt^i Wof kshup garner dVtiitAbk- Irom all good shops o( dirccl from 

GAMES WORKSHOP MAIL ORDER, 27/29 SUMBEAM ROAO, LONDON NW10 

with th)& coupon Please Rush Me ftick bones) - 

^ Bittt\'^cmn {48 Spectrum t £7,95 

P Chaos taSK Sp&cUtjmt „. £7,95 

I TaUsman tdSK Specmmif ..,, £735 

I D-DaY i4aK Specifumf ....„.,.. £7-95 

■ D-D«v tC-B4i „ £8.95 

B D-Day/QlLi £24.95 

P Tower of Deipair (4SK Spectrttmt .,„ £7,96 

I Tower of Despair /Ct^fi ......,.„ ,.>>..... £8.95 

■ Key o1 Hope i48K Spearum^ £7.95 

Cheques/F^Os mada paydh1« to Gamp« Worfctbop Ltd 

Pom & Packing tree in UH Ovt^f.tfU'i Mid 15%. lo lotal cost 




CHILLER 

Producer: Mastertmnic 
Memory required: 48K 
Retail price: £1.99 
Lariguage; m&chine code 
Autnor: Richard Wright 

The plot behind Cfyfffer is 
very similar to the Michael 
Jadison video Thrilfer, at 
feast the scenes are the same 
they're jusi presented in a 
sliflhtly different secjuence. 
Tlie action starts in the 
forest, rather than in the 
Ctrtema, and then moves lo 
the cinema, the ghetto, the 
gravevard and the shack 
(well actually it's a mansion 
now^. That's about as far as 
the similarity goes, well it 
would be very hard to design 
a game in wtiidi the player 
had to run about singing, , 
dancing and generaJly 
pulling funny ^ces at the 
local population. CM/er stiU 
has a touch of the old Holly* 
wood horror film, boy meets 
girl, boy loses girt to the 
gremlins, boy (this ts your bit 
now) sets on to rescue his 
girl before it's too late 

Essentiality Chiller is a plat- 
form game played over five 
screens. You start oft \n the 
forest and your task is to col- 
lect all of the crosses that are 
scattered around whHe 
avoiding contact wtth any of 
the ghouls, and that includes 
just atxjul anything that 
moves. Should yoy collide 
tben your enefoy, shown on 
a bar line, will decrease. You 
only have one life so it's 
important to keep your 
energy tevets high and this is 
done by eating mushrooms 
(be careful not to eat the pur- 
ple ones — not only do they 
look rather unpleasant but 
they actually make you ill). 

After you have collected 
the crosses you can move to 



the next screen but on every 
screen the tasl is the same, 
collect the crosses, eat the 
mushrooms and avoid the 
ghouls. If you escape from 
the forest you must vitork 
your way through the next 
four screens before you havt? 
any chance of rescuing your 
girl, She has rather stupidly 
taken up a position on the 
roof of the Mansion, After 
you have collected the 
objects and climbed up to 
meet her you oould be for- 
given for expecting g break, 
sorry, no Hollywood happy 
endirtgs here. You must esc- 
ape and go through it all 
again if you want to get 
home safely. 

Points are allocated aa^jr- 
ding to the number of 
crosses you collect. This is 
rather curious since there is 
also a scoreboard which 
shows how many crosses 
you have collected. Of 
course the one glaring omis- 
sion is the Thri/ter mosic, but 
that's all history now since 
the row about its use on the 
CBM 64 version. 



CRITICISM 



• Chiller is a pretty good 
CBM64 to Spectrum 
conversion but seeing as the 
game's pretty boring any- 
way, it wasn't really worth it. 
The graphics are smalF but 
okay for what they have to 
do, on the other hand they 
aren't really acceptable 
when you see the standard 
of some of the graphics 
produced today, there is a 
sound on/off button but virt- 
ual ly no sound to turn off. 
Chiller is quite playable for a 
while but soon becomes tot- 
ally and utterly boring and 1 
wanted to switch it off five 
minutes after loading it, I'd 
rather pay more for a good 



HOW THE RATINGS WORK 



IMPORTANT CHAMQil I ! 

After mora tKan ■ v^ar of 
mairttalningi th« CftASH 
rating systom, >m have made 
one importantaltsfalion, The 
OVERALL rating is no hHi^w 
ealculatad u ■ vtrict ■varapa 
of the pravjous B mtingi.. 
Now each reviiawer la indsp- 
endflnlty #llow«i to jvdg« 
the Ovsralt worth of a 9*mQ 
■s IT aap«Tata rwiin^. Wb 
hope this, will help overcome 
some of rhg inoonstttendes 
which nwders tvrm noled in 
the p»si. 
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OVEfULX PERCENTAGE « 
now B sepafflte and distinct 
rnting. ALL ralings ara an 
average of thre« reviawafs' 
opinic^nsL 

und«ra»%— mwmitolikim 

31-40% — gMMffSy poor but 

mw appeflf to toma 

41-W% - b«l(Hw Avwao* M) 

«vwtgi 

t1-ti% — ranoniibit «v«irag« II 

gamt typa Afiioysd 

SMO% — «t»y« tvarag* to eodd 

t1<70% — good on mont cduikH, 

g«nQr«llv r«iconvTi«nd*d 

71^% — vary good, lacom- 

mflfidad 

ll-W% — eweeilffli 

Abawa tO^ - i CRASH Srrwh, 




Juwt mmund mifhii^tit fhtt hiiwling b*ifint, but daapft* Mommiotfr 
look i ng orapft jc j CHULEU hmt tinim thriltmr in it 



ame than CI, 99 for this rgl>' 
ish,' 



• 'Chiller hss some odd- 
s^^ed graphics; some are 
very farge aad some are tiny 
and not of mlative size to 
each other Nevertheless, 
most of them are drawn 
quite nicely and it fooks col- 
ourful. The game has a veiy 
strange character — 'you' 
are meant to mscue your bei- 
oved but oddly enough, 
when you arrive she has also 
been possessed by evil spir- 
its. SO you have to run all the 
way back through the scenes 
again. When you analyse 
tnt's, there doesn't seem 
much point to the game, to 
try and rescue someone yoa 
already know is possessed 
by evil spirits. But then 
again, I stippose you get 
what you pay for — a poor 
plot, I found moving about 
the screens quite difficult, 
the control keys were also 
possessed by evil spirits and 
didn 't respond too well. The 
only reason why I could rec^ 
ommend this game is for its 
price — it has no real other 
qualities. ' 

• 'Chiffer actually looks 
rather good at first glance, 
with joHy graphics. But this 
impression only survives a 
few moments once you act- 
ually start playing. The game 
content is poor, the controls 
are sticlty and the overall obj- 
ective is not sufficiently exc- 
rting enough to hold the att- 
ention for more than a few 
minutes.' 



COMMENTS 



Control keys: 
Q,W,E,R,T/Y.U,I.O,P 
left/right. H to ENTER to 
jump 

Joystick: Kempston, Fytler, 
Cursor type, SirKlaJr 2 
Keyboard play: responsive 
Use of colour: very good 
Graphics: above average 
Sourvd: can be toggled 
on/off but poor 
Skill levels: 1 



lives: Only one life availabte 
but energy extendable 
throughout gan% 
5cr«en«:5 

General rating: looks like 
there s a lot going on. but in 
the end lacking lasting 
appeal. 

Use of computer 61% 

Graphics 50% 

Ptayabiltty 31% 

Getting started 67% 

Addictive qualrties T5% 

Value for mo?wy 65% 

Overall 42% 



THE 
THINKER 

Producer: Atlantis 
Memory required: 48K 
Retail price: £1.99 
Language: machine code 

The Thinker is a sliding block 
puzzle but comes complete 
with a warning from the pub- 
lisher, 'Jf you value your san^ 
ity, don't buy this game it 
makes Rubik's Cube look 
simple'. Having failed to 
crack Rubik's Cube, my front 
door AND The Thinker, I 
really don't feel qualified to 
make oompariEons. 

On loading, the user is 
asked to select a level of diff- 
iculty from 1 to 5- After you 
have answered the promt 
the game board is drawn. 
You are confronted with a 
large square outline, at the 
bottom of which there is a 
gap about two thirds the 
width of the square's side. 
The gap corresponds to the 
smaller red square position- 
ed at the badx of the box 
which in turn tS surrounded 
by nine other bbcks of diff- 
erent si<zes and colours, each 
block being numbered. The 
object of the puzzle is to 
move the red btock out to the 
front of the box, but to do this 
the other blocks have to be 







rearranged < within th6 con- 
fines of the box, to allow the 
red block free passage. 
Sounds easy. 

To move any of the Wocks 
sjmply requires the user to 
inpu* the number of the 
larger block and then, by us- 
ina the cursor keys, to show 
wvnere you would like it 
moved to. Should you make 
an illegal move then you will 
receive the first of three 
warnings, persist and you 
are in tor a nasty but witty 
shock. 

Should you fail td Craclt 
The Thinker then you will be 
able to wriie to the publish- 
ers for the solution. I can con 
fjdently predict that Atlantis 
wilt be getting some extra^ 
post 



CRITICISM 



9 'Wi always a bil difTicytl to 
know what $ort of criteria to 
use in comm«nting on a 
game like this. Certainly the 
computer is ideatfy suited to 
(his type of puzzle garne. and 
in the end people who enjoy 
difficult puzzles Will no doubt 
enjoy tnis as a computer 
game. A big advantage is the 
price, which makes it well 
affordable even if you are not 
sure whether you will like it 
or not. Graphically it is uneK- 
citing, as you might expect, 
but the moving routine is 
friendly enough and the puz- 
zle provided is a great deal 
liarder than it Iooks at first 
glance. I'm St ill trying," 

• The Thinker Js a sffght 
advance on the ptast/c slide 
fiuates you had when you 
were (ittie kids, the only dif- 
ference being that the blocks 
are not /iJSt square, they are 
aff different shapes and sties 
and very difficutt to move 
about in the right order. One 
thing that irritated me was 
the beeping, buzzing and 
chirping — it got on my 
nerves and wasn't conducive 
to thinking: and it stowed the 



game up considerably. Apart 
from that I found the game 
enjoyBb/e, which is most un- 
usual for me. I don't know 
whether it is rnore difficutt 
than Rubik's Cube, but with 
onty one face instead of six i 
think it must be easier, al- 
though the time timit can 
become quite drastic. ' 

'How, you may ask, can you 
have a level of difficulty with 
a program tike this? It's all 
rather cunning, should you 
be foolish enough to select 
the hardest lei^el, five, you 
sfB allowed very little time to 
decide on your move, if you 
lake too long then the com- 
puter will force a move on 
you, but it will be a bad one. 
At the highast level your time 
expires after about 8 sec 
Onds, level 2, the lowest, 
allows you plenty of time. 
Since this putM is hard to 
solve at any speed (until 
you've done it once of 
course) I can't quite see the 
point of a time limit at aH. 
Still, it proves to be quite a 
brairt'teaser and therefore 
worth it (f you like this sort of 
thing.' 



COMMENTS 



Control keys: cursors and 
aero to 9 (the red block 
number 10 is actually zerol 
Joysticlc: cursor type 
Keytioardplay: simple 
enough artd responsive 
Use of colour: very simple 
Graphics: very simple 
SouikJ: loads of entry beeps 
etc 

Skill levels: S 
General rating: a tough 
puijtle. 

Use of com puter N /A 

Graphics N/A 

PlayabilitY 68% 

Getting started 69% 

Addictive qualities 85% 

Value for money 79% 

Overall 79% 



SAM 
STOAT 
(Safe- 
breaker) 

Producer: Gremlin 

Graphics 

Memory requirc^d: 4BK 

Retail price; £6.95 

Language: machine code 

More alliterative arcade adv-^ 
enture from Gremlin. In this 
One you play Sam Stoat, a 
cunning cat-burglar (or 
stoat -burglar if you prefer). 
The object is to enter or>e of 
the four houses on the start 
screen (house 1 easy, house 
4 hard), then locate the bonr>b 
and the nnatch to blow the 
safe, and escape. Escape is 
only possible if you havecol- 
le<cted the diamond necklace 
carelessly lefi lying around 
on the floor On finding the 
bomb tt will follow you 
around. Points are awarded 
for picking up any other va)- 
uebles you may come 
across. 

Each l^ouse has a series of 
rooms interlinked with each 
other, but as usual there is a 
lot of nightlife in them, vic- 
ious gnomes, drvnks, bounc- 
ing bid springs, spiders, bats 
and more. These tend to eat 
away his energy, indicated at 
the bottom of the screen by a 
'Bfoodometerv but it can be 
replenished by Tmding Stoat 
Healing Elixir. 

Once the diamond has 
been collected, Sam can 
leave the house through the 
mousehole, which turns out 



to be a large lake with frve 
pillars standing in it. The 
three middle ones rise and 
fafj in a rhythym which 
maices leaping from one to 
the other rather difficult. Fall- 
ing into the water is fatal of 
course. The game is played 
over SO screens, twer%ty per 
house. 



CRITfCISM 



• 'Sam Stoat starts off after 
a heart-warming rendition of 
the '2 Cars' TV (heme. Ite* 
member that, no. good, bec- 
ause neittter do I. The game 
is typical in layout to the 
recent Gremlin productions, 
I found the graphics okay but 
some of the moving charac- 
ters, mctuding Sam, were a 
little cumbersome. For some 
odd reason mouse holes 
were connected by separate- 
ly rising pillars in a watery 
environment. As a game 
Sam Stoat was quite good, 
but the houses were not all 
that big {Barrat obviously), 
Gremlin, in my humbte 
opinion, don't seem to have 
captured the appeal of their 
onginal Monty, But all in all 
Sam is a oood game, pretty 
playable, but I nave doubts 
as to its addictive qualities.' 

• *Gremfin Graphics seem to 
be pursuing this animat- 
starring series. The character 
this time has turned to cnme 
for his thritfs and spit/s — if 
you always fancfed yourself 
as a bit of a burg/ar then 
now's your chance. Safe- 
breaker must be one of 
Gremtin 's most difficutt 
games yet. not in the game 
itself but in the link screen 
fthe mousehole connection} 
where you have tofump over 



S»mhm* fo*indtttmbombittiitt»*roominon»otttimhouw*».Jh»homb 

mritS tolf9W mfhmtWffmr hm gomt 
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rising and fa/fing cafumns — 
good timing is a MUST — 
and It does become frustrat- 
ing Bft^f a whife when you 
cannot get over the river and 
continue with the game. I'd 
even go as far as to s^y that it 
would be much better to 
make this part of the game 
easier and make the rest of 
the game more dtfficuft 
There doesn 't seem to be 
much content to this game 
untess I've missed some- 
thing, you don't reaffy even 
have to avoid the characters 
inside the houses as they du 
nothing more than siow you 
down. One major attraction 
is the dstaiied graphics; 
tomato piants arid fiower 
pots are wonderfuffY drawn, 
as are ati the pfaytng charac- 
ters, each being mdividuaily 
animated. Gremlin don't 
seem to be producing games 
of as high a quafity as Monty 
Mole — yes ttwy've got the 
graphics ripht, but there's 
little game in it.' 

• 'I'm not quite sure what 
ihe 'Bloodo meter" is for in 
this game, unless there is 
somg ^udtipn being made 
about Stoats and blood, is 
Sam a vampire? Or is he a 
heroin addict? Sam, of 
course, is the character who 
rescued Monty irt l\Aonty ts 
innocent, and now we know 
why he is familiar with the 
insides of a prison — he's 
obviously been nabbed 
before f The graphics here 
are far better than in the 
previous game, much 
cleaner looking gnd far more 
interesting, they are except- 
ionally well animated too, 
5am Stoat is a mofe iovoiv- 
ing aad difficult game than 
Monty is innocent, but most 
of the difficulty seems to 
come from the mouse hole 
)eapir>g bit rather than the 
main game, ard this form of 
connection is vital to get to 
all the other rooms in the 
house. I aet the feetinng that 
what is nappening now is 
that game need games des- 
igners as wet! as program- 
mers — they are not r>scs9- 
sarHy the same thing at alt. 
Good, welf animated graph- 
ics and a simple sort of idea ^ 
lor>ger holds the lasting 
appeal necessary to a great 
game, and this seems to me 
to be true of Sam Stoat Safe- 
brwaker. The game looks 
good, but is not, I think, very 
addictive.' 
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Sum Stom*. fWJts b*ji offt hh b»ck, mncourrtmn m fmw nmmtim*. H* ctmM 
mtwrn^v pop into on# of thm two movhofm* j 



Skril Jeveb: 4 setectabte by 
house choice 

Uves: it says 4 on the inlay, 
but this seems a HiTle sjilly as 
you hawe one life and an 
energy IBIoodometer) level 

Gefwml rating: above 
average to good. 



COMMENTS 



Control keys; QA/V left/right 

P/L up down {L is not 

mentioned on the i r^lay) B to 

SPACE to jump or er>iera 

house 

Joystick; Kempston, Sinclair 

2 

Keyboard play: simple 

layout and f esporisive 

Ute of colour: good 

Graphics: very good, some 

excellent animation and 

drawing 

Sound : good start tune, 

lacking in spot effe<;l:s 



Use of comptjter 63% 

Graphics 74% 

Playabiiity €4% 

Getting started 63% 

Addictive qualKies 51% 

Value for morifey 63% 

Overall 68% 



VIDEO 
POOL 

Producer: OCP 
Mernory required; 48K 
Retail price: £5.95 
Language; machine code 
Author: James Mutchby 



Here i$ yet another pool 
simulation program compl- 
ete with the features that we 
have come to expect. In ess- 
enca all that's required to 
win is to pot the five num- 
bered balls on the tabte 
without losing any lives. 

To make a shot one simply 
steers a cursor around the 
cushion and when it is in line 
with the cue ball and in the 
direction necessary for the 
shot the player then holds 
down the space key until the 
required level of power 
{shown on a t>ar indicator) is 
reached. Releasing the space 
key makes the shot. Scoring 



for pool can be pretty compl- 
icated. Here the points are 
calculated as a multiple of 
the frame number, the ball 
number, the pocket value all 
multiplied by ten. The shot 
must be potted before the 
end of the shot cour^t, if you 
fail to pot a ball after B shots 
then you will lose three of 
your tcves. You wilt also lose 
a life if you pot the cue ball or 
miss a ball altogether. Higher 
skill levels are achieved by 
reducing the time allowed to 
make a shot, using smaller 
pockets and reducing the 
number of attempts avail- 
able to make a shot. 

The menu allows selection 
of a two-player game, In this 
mode each player has a 
unique set of balls. A special 
mode allows the selection of 
two versions of the standard 
game, the first of which 
requires that the balls are 
potted in numeric order. The 
second and hardest of the 
variations is the gan^e in 
which the player has to pot 
the balls into the pockets 
bearing the same numbers. 



The package has a mode 
referred to as Table editor' 
which allows you to set up a 
table with the balls in any 
position so you can practice 
those hard-to-get shots. 



CRITtCISM 



• ' Video Poof gets off to an 
excellent start wdth en ex- 
tremely classy title sequence 
— we are talking smooth 
with a capital S. The game 
tiself i& a typical enough pool 
^ame. It has several variat- 
ions artd an editor for setttng 
up trick shots. Hands up all of 
you who can pot the lot in 
one shot! The graphics are 
smooth but not very colour- 
ful — attribute probiems 
would have oocured if they 
were, so perhaps they're 
best ^eft, video Poof is a$ 
good as most other pool 
programs on the market ' 

• " The graphics are certamly 
very impressive, although 
poof should look a bit brigh- 
ter, tut the balls are large 
and move very smoothly 
indeed, f liked the difficulty 
level selections like choosing 
between the siie of packets 
on the table. Shot selection 
and taking is simply done 
and reasonably fast to acc- 
omplish. There are quite a 
f&w billiard snooker pool 
programs available now, 
and this is certainly among 
the best. ' 



COMMENTS 



CORtroi keys: user definable, 
preset M/5S left/right Space 
to shoot 

Joystieh: Sinclair 2. 
Kempston, Cursor type 
Keyboard play: good 
response, movement of 
cursor initially confusing 
Use of colour: sensible 
rather Than exciting 
Graphics: excellem action, 
very smooth indeed 
Sound: very I ittfe SOU nd 
Skill levels: 3 
Uves: 5 per frame 
Screens: single screen 
action 

G«neral rating ; an enjoyable 
game but apart from the 
Smooth graphics this is a 
fairly standard version 



U&e of computer 
Graphics 

Ptayabilrty 
Getting started 
Addictive qualities 
Value for money 
Overall 



77% 
69% 
68% 

n% 

63% 
€9% 





<y CMimow ^nd n out to Ikv] the dtinfr fogr 
CKMira that m^tr 14) Ar Kkigdan of Bni^n 
The Iw o«wr« w«n foudc iraTi tfv 
Hiigeniliry QrjgDraoK of Aidon now 
dMrt E»Ht. nn] f 6<w^ log*0W 4g|in 

mrtiitiajtramarorc cfPtnMrand 
M^Ni SMon Buin tea dtudei e/ vfnm^ 
Hownci. you ui ukf trv lOie cf MwK wl 
Mffc Mdt out 0v iwinwig aww« 
coniMt Mtng «id ictaar ycwddkifev 



C>i yojr trAcfa Ervou^ |hr vrtt un 
ivigcbiw yuu (<ri druv4c0 n>iljp&ll f«M«ft 10 
heti ytxi iMldtnund «ld nuucf tfw 

Jtohtl, 4nd irr Sc<tn Ctypb. 
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ALIEN 8 

Producer: Uttimato 
Memory required: 48K 
Retail price: £9.95 
Language : mttchin« coda 

Afien 8 was perhaps the 
most loDig -awaited game 
frorrii Uttimate from the timd 
of its first appearance as an 
advert. Due to the time scale 
it just missed review in last 
month's Issue, so by now 
probably most fans will 
Know all about the game and 
this review will be redund- 
anl, But perhaps not. Has 
Af/ert 8 caused another cont- 
roverSY? It looks just like 
Km'ght lore & lot of pec^e 
exclaimed, feeling obscurety 
ripped off. Now read, after 
the event (!}, what the 



CRASH team thought of 
Aden 8. 

But first, a brief word 
about the game. Indubitably, 
the graphics styler fs identical 
to that developed for Knight 
Lore, with the sotid fooking 
30 grdphica. Again, objects 
can be manipulated m a 
variety of vways to make life 
easier for Alien 6, a cute little 
robot who thinks in 8 direct- 
ions but moves in four. As 
Alien 6 (making hts first app- 
earartce in this month's Adv- 
entures of Jetman}, you are 
aboard a sisfship which is 
slowing for its long -watted 
rendei-vous. The shtp Is full 
of rooms some containing 
cryo^enicatly frozen beings. 
The Object is to restore life to 
this chdiy people before the 
time limit for arrival runs out. 
Life of cour^ woutd be 
mechanically simple, were it 
not for the varied aliens pen- 
etrating the ship's defence. 
On top of that you must loc- 
ate replacement packs for 
the robot, and work out what 
helps you to do wlhat and 
when. 

The rooms are necessarily 
mora space ship-like than 
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those in the dungeons of 
Knight iom, but again blocks 
ana pedestals are piled up in 
puzzling cxinfigu rations, 
often hiding unpleasant 
Spikes and pyramids. Soma 
blocks move under their own 
power, others may be 
moved, and many dissolve 
on their being touched. As 
the light years tick away to 
zero, the paoe becomes 
hectic,.. 



CHmcfSM 



• 'Ifs here and they've 
done it again. Aiien 8 is, in its 
basic design, rather similar 
to Knight Lore. On more 
observation I felt it would be 
Knight Lore in space, but 
after playing for a bit this was 
proved very wrong, It was 
much more than this. In fact 
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A8 is A1. The game is really 
(^sllOingino and Has plernty 
of fealurM artd tests, lateral 
thinking as well as arcade 
reflejtes are required. The 
herg. Alien B the robot, has a 
personalitv du« to his styte of 
movement and actions. This 
space qraft seems to be 
mouse ridden; perhaps 
Sabre VVulf could have some 
casual empfoymeni here; it 
contains clockwork mice and 
thir>gs I've christened 'moul- 
eks' — half mouse, half 
Oalet A useful piece of equi- 
pment to find IS a compass 
stand which, when stood 
upon, controls the multi- 
direction bI robots — great 
for mine clearir>g. The sup* 
port valves come in use^l as 
a jumping platform now and 
again <it didn't seem to im- 
pair their abUity to function 
when inserted in the socket). 
Overall Alien € is excel lent 
and a worthy smash. I'm 
pleased to see the areeier 
combination of thought and 
foflesces that this adds to the 
computer game. Congratul- 
ations Ultimate, again. For 
those who mav moan that 
this is loo similar to Knight 
lore, w<@tl tet them moan as 
they probably couldn't do 
better. Tliere vsrifl many more 
who do appreciate it. I do for 
oner 



not so easy to just wander 
about, and you actually have 
to do things, collecting ohj- 
dcts in Order to gain access to 
other parts of the space ship 
8s well as avoiding meanie^ 
and traps that are placed 
around the ship. The graph- 
ics are well up to Ultimata's 
usual standard, if not better; 
they «re clear and welt des- 
igned with continuous vari- 
ation throughout, i am pleas- 
ed to see that Ultimate have 
included a time feature urg^ 
ing you on to race through 
the game. Afien 8 is compel- 
ling and and exciting to play 
but does pose many strat- 
egic and thinking problems 
as well as arcade action. Ho 
doubt this will be another 
winner for Ultimate. I 
wonder what their next 
game will be. .7' 



COMMENTS 



COfitrotfcevt: attemate 

bottom row keys ieft/right, 

A,S,D,F to move forward, Q, 

W,E,ft to jump, top row to 

pick up /drop 

Joystick: Kempston, Sin>ctair 

2, Cursor type 

Keyboard plcy: the various 

key options are easy to use 

and response ts very finely 

tuned 

Use of colour: the single 

colour per room allows for 

good line graphics 

Graphics: exceJIenl. varied. 

characterful and very 

smooth 



Sound: good 
Skill tav«to:1 
Lives: 5 

Sereens: 129 

General ratirkg: agreement 
that this IS a slightly better 
oame in most respects (han 
Knight Lore, and therefore 
generally excetlent 



Use of comptftsf 93% 

Graphics 98% 

Playabilitv 96% 

Getting started 91% 

Addictive qualrties 97% 

Value for money 93% 

Overall 95% 



• 'Alien 8 /ooks like and 
piaystike Knight Lore but the 
g^me is a bit of en advance- 
ment over the formef genre. 
The graphics are a^cefient 
and the sound is ^ood too. 
Despite the simifanry of idea, 
/ think of the two i prefer 
Al ien 8 35 it se&ns a tit more 
playable. The game features 
quite a few nice touches such 
as the robot thing you can 
controf when your character 
is steading an the cursor 
pods. An excelfent game. ' 

•'Many people will regard 
this game as having only a 
slight difference to Knight 
Lore. I cannot agree. For a 
start the graphics are more 
imaginative and pleasing, 
There seems to be more 
structure to the game, it is 
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At the dead of night Sbm leaves his lair and makes for the 
I^ge houses where, with the aid of some everyday tools 
and a good measure oi cunrtiiig, there aie wealth and riches 
for his d^hght (not to mention his pocket). It couldn't be 
easier. . . sneaJc into the house, find the safe; light the blue 
touch paper and stand well back. Then out into the night 
with the ill-gotten gains I But Sam has reckoned without one 
or two adve rsaries who are more than a little determined to 
get the better of him. . . 

OTHER GREAT TITLK FROM GREMLIN! 



A cry of national outragel Poor Monty banislied for life 
amongst murderers, arsonists, the k»west of the k>w. Fear 
not, tMs Mole is innocent, and plans are in hand to rescue 
your Sujwrhero. Who is the mysterious masked rodent 
willing to challenge death for his lifelong friend? What are 
tl\e evil foTO^ worlimig in Scudmore Prison? 



Suicide 



CBM64E2.95 



Montr Mole 



CBM64W.95 
Spectrum 48k £6.95 



Pottr Pigeoit 



CBM64£7.9€ 
Specmun 48k £^.95 



DUTE NOT GOT THE 
LINS, YOU DON'T KNOW 
St YOU'RE MISSING! 



Ex serviceman OUbeit Quxnphray, drummed out of the 
Army in 1946 because ol his acute short-sightedness has 
b&en struggling to hold down his pb as a store detective for 
the last thirty nine years. But things are hotting tip for 
Gilben, kno?m to all as "Grumpy". Now that times aie 
becoiTung harder aitd staff made redundant, he has to 
perform all kinds' of tasks; not only catching thieves, but 
caging the gorilla and bdytng the warehouse, otherwise he 
might 5nd himself surplus to requirements too! Can Gilben 
hang onto bs }ob? You can help hurw but be warned — this 
i$ no oidinaiy department store! 



BEAVER BOB 




Poor Bob! Ail he wants is to lead a quiet life and build his 
dams. But the peace is soon shattered when the local 
tovtmsfolk ^d their taps rtuming dry. Bob's dams are 
plainly to blame so as soon as he completes one, the locals 
blow it up! And that isn't the end of Bob's troubles either, (or 
there are sharks, crocodiles and all manr^r of underwater 
hazards for him to ne^^tiaie. Help Bob in his never ending 
struggle to buiM his dams WBd avoid the predators that luik 
in tiie deep. 



All titles available for Spectrum 48k £6.95 



Foramamg graphks and outstanding sound effmts run a greml'm through your mkw 



Gfemlln Grapltkft. Alpha Hovx, 10 Canrcr Street, Sheffield SI 4FS. l^kpboe* (0741» ?»Mn 





PSYCHE' 
DELIA 

Producer: Llamasoft 
Mamorv required; 48K 
Retail price: £7.50 
Language: msctiin« code 
Author: The Hairy One 

This program is certainly 
very dinerent not only 
because of the instruction 
manual which contains such 
passages as 'Psychedelia 
was tne realisation of that 
dream . . . many evenings 
were spent freakino out to 
music and just DOING \\' or 
'Demos were oiven, minds 
were blown and a good time 
had by all'. Of course to the 
modern computer gener- 
ation, the drugged dreams of 
the flower power, drop out 
hippy era probably seem as 
arena ic as the Second World 
War, 

'Psychedeha is a oompl- 
etely new way of enjoying 
your micro, tf you tove 
music, if you tove graphics, if 
you are creative. , . ,' he even 
goes on to admit ^hat 
Psychedeiia is the high point 
of my designing career'. The 
hairy one certainly seems to 
have given it his all! The 
results can be spectacular, 
the opening screen gives a 
demonstration of what you 
might produce. Imagine, if 
you can, hundreds of tiny 
coloured squares dashing atl 
over the screen, some run 
tooethef, others collide, 
some move up while others 
move down or across this 
way and the other. Each 
square is one of a seven dif- 
ferent colours, but it can 
ch3r>ge from one colour to 
the next while hurtling 
across the screen. Of course 
the you don't have to have 
coloured squares you can 
design shapes of your own 
by altering the pixels that 
make up a shape. Some of 
the easiest patterns to create 
would be star bursts or muHi 
coloured spirals. The nearest 
visual analogy woutd be a 
highly coloured fi rework dis- 
play, but of course Psyched- 
etia is on a much smaller 
scale. 

The purpose of the prog- 
ram is for you to design your 
own light displays and it pro- 
vides some quite powerful 
routines to help you do just 
that. Initially the program is 
set up with some basic par- 
ameters for creating built in 
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effects, these are activated 
via the cursor keys and keys 
Q-R — press different com- 
binations of these keys and 
that shoijfd show you 
enough to make you curious. 
The ffiore advanced com- 
mands are divided into tvsfo 
parts, VARIABLES and 
OTHERS, In ail there are nine 
variable commands. 

CURSOR SPEED simpty 
alters the speed at which the 
squares move about the 
screen, PULSE WIDTH alters 
the speed with which burst 
of squares are sent across 
the screen. LINE WIDTH sets 
the width of pulse tines. The 
other commands perfomn 
much more complex tasks, 
far too Gompii Gated to desc- 
ribe here. When the user sel- 
ects a variable to alter a tittle 
graduated bar appears at the 
bottom of the screen show- 
ing the value of the relevant 
variable. These values can 
be changed to suit your re- 
quirements, essentially find- 
ing the desired effects requ- 
ires a great deal of trial and 
error but this is by far the 
most enjoyable method be- 
cause one of the clever feat^ 
ures of the package is the 
ability to alter the variable 
while the display is in full 
swing; better still by using 
the OTHER Commands you 
are able to 'record' the pat- 
terns to memory as you alter 
the various parameters and 
eventualty save the whote 
show to tape. .About half an 
hour's worth of display can 
be saved for playback later, 
and that should be enough to 



blow anyone's mir>dl 

Finally the writeT offers 
some good advice, he 
admits that the package 
sounds complicated to use 
but suggests that '. . . the 
best way to team ts by exp- 
erimentation, play with the 
values to see what happens 
just like you would tinker 
with a synthesiser . . . freak 
out with it . , . Blow minds 
with it, freak out your 
granny. Recreative/ 

Uhml 



cmricism 



• Because Psychedeiia is not 
a ^ame it is obviously a bit 
pointless subjecting it to the 
usual CRASH team, whose 
tender ages preclude them 
from knowing what 'freaking 
out granny' is all about! The 
package is great fun to play 
with and works very well 
indeed. The effects that can 
be created are simpiy fant- 
astic, however, I would have 
thought at the price it would 
Only appeal to those wfio 
really go in for this audio- 



I visual experience. After all it 
is pretty expensive and the 
Jess imaginative among us 
may not be prepared to 
spend the time and extract 
all that this program has to 
offer. 



COMMENTS 



Control keys: various inputs 
required — see manual 
Joysticic: cursor type and 
most makes 

General rating: an unusual 
progrann with many applic- 
ations to the user. Oefinitety 
out of the mainstream, 
however, and appeal may be 
timtted. 




HIGHWAY C< 
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Producer: CRL 
Memory required: 48K 
Retail price: £5.95 
Language: BASIC 
Author: MikePeftw«e 

For tbose about to take their 
[>riving Test, we salute thee! 
The practical test is most 
Mitel V to cause the real heart- 
ache, yet many learners can 
fail through incorrect ans- 
wers to those f0w friendly lit- 
tie questions the Tester asks 
at the end. The HMSO High- 
way Cods book gets bulkier 
each yeer as rrYore lews go 
on the statutes. This pro- 
gram from CRLwith its Auto- 
mobile Association seal of 
approval, is designed to help 
(he learner motorist with the 
Highway Code theory, 

ft is presented in two 
forms, either as a 10 quest- 
ion game or a longer 25 
question game. The obiect ts 
to score 75% or better. Each 
question is preser>ted on a 
three or four answer choice 
of which only one answer is 
correct, or a on irue/fsl&e 
basis. Your answer is given 
by pressing the appropriate 
letter key and ENTER. A red 
arrow points to the correct 
answer and your score is up- 
dated. At the top left corner a 
small panel shows a page 
reference to the HMSO book 
so you can look the relevant 
information up in revision. 

On compieting a game you 
are given your total score 
and are told to re-read your 
Highway Code if it is below 
7&%. It's a small niggte, but 
with 10 questior^s ft is of 
course impossible to get 
75% as 10% is awarded per 
question. 



Rather more serious nigg- 
les begin to emerge when 
using tne program. The val- 
ue of something like this res- 
ides in the variety and num- 
ber of possible questions 
asked. CRL's inlay states that 
the questions asked are sel- 
ected randomly from 'a huge 
pool' of questions stored in 
the computer. On four tries 
at the TO question game and 
three tries at the 25 question 
game, I was asked no less 
than six questions each five 
times. This doesn't suggest 

all that big & 'jioor to me. The 
program is written entirely in 
BASIC (with the exception of 
a smalt machine code rout- 
ine which creates the siren 
sound effect at the start of a 
game). Many PLOT and 
CIRCLE routines are used for 
the graphics (with or^e UDG 
for a car shape), PHI NT state- 
ments are used for the large 
block lettering, and page 
after page of PRINT state- 
ments for all the questions 
and ar>swers. English text in 
PRINT statement form is not- 
oriously wasteful of mem- 
ory, so it's little wonder that 
the program takes ages to 
load and contains not that 
many questions. Is it really 
very wise of CHL to make 
absurd claims for this prog- 
ram when anyone with their 
finger on BREAK or STOP 
can find out in a few seconds 
how la roe the ' poo I ' re a I ly i s? 
I'm a bit surprised that the 
AA should have so unreserv- 
edly put their stamp of epp''- 
oval on Highway Code, since 
a much better and larger 
version could have been 
done with some machine 
code and compression. But 
perhaps it is because this is 
the first attempt at such a 
program that they were 
swayed. In itself the idea isn't 
bad, and Highway Code 
could well prove useful as a 
revision guide for the most 
asked c^u est ions, and cert- 
ainly thrs is more fun then 
doing it all from a book or 
getting a friend to ask the 

auestions, 
oger Koan 
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WA wealth of Pcpjphcpals for your Spectrum! 

- Bif RICK BHAVO — 






Since the 48K Spectrum was launched the opportunities it offered has attracted peripheral manufacturers throughout 
the world. 

One of these manufacturers was bound to emerge as the "brand leader" and in the case of the Spectrum this turned 
out to be DK'tronJcs, The company is based in Saffron Walden in Essex and proudly boasts a history dating back to 
the ZX80. All the company's products are manufactured in England at their own factory and they have now estab- 
lished themseluesas world leaders, exporting to over 30 countries. 

Below you will find a review of their range which now includes over 16 products, all of which are available for the 
Spectrum and Spectrum + models^ wjp * m 

The DK Microdrive Compotlbk *»"y^^«*^ 

Keyboard Is the best selling iieyboard In 

the world end is now used by around 10% 

of all U.K. Spectrum oumcrs. It is mlcfo- 

drlve compatible and offers more key 

functions than any other keyboard in its 

price range. The stepped keys and space 

bar make It even easier to use. tt is 

constructed from high density black ABS 

and lias 52 keys and a full width space bar 

A separate numeric keypad of 12 red keys 

including singk entry 'delete' plus single 

entry 'decimal point' facilitate fast 

numeric data entry. 

From good computer shops everywhere 

at only £37.50 or direct from DK'tronlcs, 

add £1 .50 post & packing . 



Dual Port 




il 




The first port simulates 6.7,8,9, St Keys. The second port 

simulates in (31) command. 

The port will accept any Atari $ty1e joystick. 

tt will run any software. That Is:- 

(a) Using Keys 6,7,8,9 & 0. 

(b) Having Tedefinable key Instructions. 

(c) Using in (31) (i.e. Kempston), 

This Dual Pod Interface Interconnects with the existing 
range of DK Ironies products to form the most compre- 
hensive range of Spectrum peripherals available from any 
manufacturer. 

From good computer shops everywhere at only £13.00 
or direct from DK*tronics, add £1.50 post & packing. 



This highly successful Light Pen for the Sinclair Spec- 
trum plugs neatly onto the rear of the Computer or 
the rear of the printer connector. The operating soft- 
ware now runs faster and supports IS predefined 
instructions. You can change all the colours {Border, 
Paper. Ink), draw circles, arcs, boxes, lines and Insert 
text onto the screen (ideal for dla^ams etc.) Save & 
load completed or partly completed screens onto or 
from the tape. 

There are also features to draw Free Hand and animate 
on the 48K Spectrum, you can retain and animate 5 
screens. 

You can also use the machine code on its own in your 
own programs for selecting out of a menu, playing 
games etc. All entry points necessary are given. The 
Pen works down to pixel level with pixel accuracy. 
From good computer shops everywhere at only £19 .% 
or direct from DK'tronlcs, odd £1.50 post & packing. 



Li^t Pen 




ADVERTISEMENT 



From 
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Saffron Walden, Essex ll 

CB113AQ tel: (0799) 26350 



3 Channel Sound Synthesizer 

Any microcomputer is capable oi manufacturing sound, 
however, in order to produce a single octave C note with a 
frequency of 8372Hz the signal needs attention over 16,000 
times per second. 

To produce software capable of perfoming }ust this one tjisit 
would be difficult if not impossible, especially when you 
consider that to produce arcade type sound effects requires 
even greater attention . 

The production of these &ound effects without the constant 
attention of the processor is now possible thanks to the AY 
Sound Chip, its flexibility makes it essential for a wide range 
of applications including music synthesis and sound effects 
generation, continuing the monitoring and production of 
sound after the Initial command. 

More often than not realistic sounds require more than one 
effect and this function Is provided by 3 Independentlv con- 
trolled chann.els, as an example compare the sound produced 
by the single note of 'C'with that produced by the chord 'C 
and you will know )ust what I mean, likewise producing the 
sound of an explosion using all 3 channels gives games a 
totallynewdi men ston . 

Add to this the ability to alter the pitch tone and shape of the 
sound you have produced and it's flexibility is unlimited. 
In simple terms, imagine the note you have produced as a 
calm sea, by altering the pitch and shape you can produce 
waves, the top of the wave corresponds with the maximum 
volume and pitch of the note, which like the wave itself 
rises and fal Is ^ 



At last! A fully programmable joystick Interface with 
feed through connector that really works! 
Now you can run ANY software from ANY supplier with 
the DK'tronics fully programmable joystick interface 
It comes complete with machine code software and can 
be programmed in seconds to give full 8 directional joy- 
stick movements plus five capabilities and will accept any 
Atarl/Qulckshot type joystick. A catalogue Is now avail- 
able showing the full range of products available from 
DK'tronics the world's leading Spectrum peripheral 
manufacturer. The through connector enables other add' 
ons to be plugged into the rear. 

From good computer shops everywhere at only £22-95 
or dlr^t from DK'tronics, add £1.50 post &. packing. 




Speech Synthesizer 

The speech synthesizer uses the popular SLO/256 speech 
chip and has an almost Infinite vocabulary It is supplied 
with a text to speech converter for ease of speech output 
creation. Everything you wish to be spoken is entered in 
normal English, without special control codes or characters, 
It is therefore extremely easy to use. The voklng of the 
words is completely user transparent and the computer can 
carry on its normal running of a program whlie the speech 
chip Is talking. 

Although there are only 26 ktters in the alphabet, letters 
have a totally different sound when used in different vwrds. 
For example, the **a" in Hay is much longer and softer than 
in Hat. When you speak you automatically make adjust- 
ments because you know just how a word should sound. Not 
quite so easy uHth a computer. After looking at other sp««ch 
synthesizers we decided that it was essential that the 
DK'tronics Spectrum Speech would offer a simple system 
that would enable the user to produce realistic speech that 
was instantly recognisable. 

The solution to the problem was extremely complicated. It 
required hours of programming to enable the oomputei to 
iook at the individual tetters that make up each word and 
compare their relative position to each other before deciding 
on the appropriate sound. 

I consider this to be the best Spectrum Speech Synthesi;Eer 
on the market. From good computer shops everywhere at 
only £24.95 or direct from DK'tronics, add £1.50 post & 
packing. 



Centronics 



The new Dk' ironies Parallel Centronics Interface will link 
your Spectrum to any printer with a standard Centronics 
Input . As the choice is vast, you can select the printer exactly 
suited to your needs. 

Features of the interface Include; Runs all parrallel cent- 
tonics type printers: Controlling software fully relocatable; 
Interfaces with any software using the printer channel e.g. 
Tasword Dev Pack etc: LLlst Lprint recognised. High res 
screen dumps; All control codes allowed through to printer; 
Fully microdrlve compatible. 

Supplied with full instructions and controlling software. 
From good computer shops everywhere and sensibly priced 
at only £39.96 or direct from DK'tronics, add £1.50 p«rt 
& packing. 



ADVERTISEMENT 




TOY 
BIZARRE 

Producer: Act! vision 
Memory required: 48K 
Retail price: £7.99 
Lsnguage: macKlne co<le 
Autnor: David Turne II 

IncFuded in the useful inlay of 
Toy Bizarre is this playing tip 
from the author himself: 
'Listsn^ it's importani to 
remeftiber that vou can cont- 
rol Merton while he's in the 
air. Afso, the screen wraps 
around, that is, move off the 
left side and you'll appear on 
the fight." Activision obv- 
iousiy aren't giving anything 
away except a lecture on 
what wrap around means! 

In this game you are cast 
as Merton the toy factory 
maintenance man who is 
unfortunate to be on the 
night shift when the factory 
goes berserk. YoLtr task is to 
restore order, or die in the 
attempt, at the very least you 
will reali^ what it is to be 
understaffed 



Essentially Toy Bvarrs is a 
straight forward platform 
game with four levels. On 
each of three of the levels 
there are are two valves 
which periodically pump out 
a squidgy purple object, later 
identified as a battoon. tf 
Merton can be encouraged 
to burst the balFoons he will 
score points, however, 
should any of the balloons 
escttpe they will release a 
toy. a Flying pink submarine, 
to be ejtact- Contact with the 
toys is unhealthy so the 
more balloons you can des- 
troy the easier your progress 
will be. Bonus points will be 
awarded if you turn the 
va Ives off t h us stem m i ng th e 
flow of balloons, not too 
much too ask is it? All you 
have to dp is walk past them 
and off they go. Well life 
never is that simple and in 
this case the complication is 
^n the form of an animated 
bodice called Hefty Hilda. 
Hilda spends most of her 
time chasing you round the 
screen trying to do you in, as 
well as turning all of the 
valves back on. If you are to 
succeed then you will have 
to survive to the end of your 
shift. 

Should you survive the 
first screen you will be pres- 
ented with another, but it will 
be harder than the iast 
because the the platforms 
will be arranged so as to 
make jumping from one to 



YouhBvm ta d**h»mundUkmmmdttopping thm baltaont f nam blowing 
fhnmsqiThves up altd turning htto toys, vi/hii^h mt »■ aWikncH* cmnb*a^ 
hit bifurm 



the other that IJittle bit more 
difficult and of course there 
will be more balloons. There 
are a few nice touches to the 
game which should hetp to 
keep you interested. As the 
toys move to the factory 
floor, to t>ecome balloons 
again, they will try Their bnsst 
to kill you. your only defence 
is to hope that one of th e toys 
will (and on one of the paired 
pistons located on each of 
the platforms, when it does 
you will be able to stun it 
simply by jumping up and 
down on the other piston, I 
admit it's not a great deal to 
look forward too but you 
could give Hilda a nasty 
shock. 



CRmCISM 



• After pJaying Toy Bizarre I 
hadtocheckiftnenameActi- 
vision on the cassette was 
the real one. I found this 
game rather un addictive 
with jerky graphics and the 
central character was diffic- 
ult to handle. He got kitled 
many times, the pause after 
damage was unbearably 
long winded vwitfi him jump- 
ing off the screen. Unfortun- 
ately the game left me with 
that 'Pedro* and 'Cosmic 
Cruiser' feel. I hope Activis- 
ion haven't lost their way as 
this is certainly not the way 
forward. I did not actually en- 
joy Toy Bizarre, but I'm sure 
there will be those whose 
opinions differ, Pretty 
average-ish.' 




# ' This is one of those games 
you piay without thinking as 
it neeffs no skifl nor brains to 
play. Just tump on the bal- 
loons ana cofiect tea cups 
and extra /ives. ft's 
graphics and sound aren't 
that bad, but they're nothing 
to write home about. I like 
the way your man once hit by 
3 toy or sguastied by Hilda, 
walks off looking very flat. ' 

• ' Toy Biisrrs ts an unusual 
mixture of pfafform game 
and catching game What is 
unusual is that objects 
(balloons) that you have to 
collect are mobile and after a 
while turn into a destructive 
toy, The game idea is very, 
very simple and even a 
youngster could pick it up 
quite quickly, which could be 
a good selling point, t fmd 
this game very playable and 
it does get progressively fast 
moving, as the hours tick on, 
I like some of the features 
such as 'Tea Time' when you 
are allowed to get points for 
every object, including toys, 
you catch, and also the way 
you get an extra iife — you 
have to grab it when it ap- 
pears somewfiiefe on the 
screen. Graphics are neat, 
smooth and well detailed- 
Overall ! think the younger 
games player will love this 
game although as an older 
one I found this game fun to 
play as wetl',' 



COMMENTS 



Control keys: 0/P left/right, 
Z to jump 

Joystick: Sinclair 2, 
Kempston. Cursor type 
Keyboard play: very 
responsive 
Use of colour: above 
average 

Graphics: some disagree- 
ment, but they seem smooth 
enough 

Sound: good, with a nice 
tune 
Skill levels: 1 with rapid 

Erogressive difftculty 
ives: B 
Screens: unknown, but 
several 

General ratir^g: again, mixed 
feelings, ranging from 
average to good, but at £8, 
very expensive. 

Use of computer 70% 

Graphics 72% 

Piayability 64% 

Getting started 73% 

Addictive qualities 62% 

Value for money 48% 

Overall ^% 
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INCENTIVE 




K^\^ 
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THE FUZION OF MIND AND MACHINE 



^m 



• SPECTRUM * SPECTRUM * SPECTRUM • SPECTRUM * SPECTRUM * 



Price £6.95 Trade and Credit Card orders: Telephone (0734) 591678 



INCENTIVE. 54 London Street. Reading RG1 4SQ 



ILVSi RANGE 



SeBlna 



I 

i 




OOl Arciwti VlC20iUHEXmNDEO) 
SNAKE BfT^- Simp^V |ti« $liVierl«9t 



1302 AiiM*. V1C20|UNEXPlWiDeD) 
yiCKCY TME BUOOr - Four 
screens oacked wUh fun 



«n Amd* QBCMcnoe om ArcKi« wcmcaoe 

arxl slr>ool Lti« ptg^ona dtQging lof goW dcwri under. 




005 ArcKM eeCMtCflOS 

CHICKl -Coittddy and musk: m this 
(XkiH Shoot 



Old Arcwte aecMcnos oe£ An»d« bscmiicrob 

ACID DRO^- Fly through tQlBcMs QflUA- RBOover the sacred statLte 
ttie mutant Bpinnefs. o^Catra the snake god. 



THE HACKER •» T^num jtI to modern, 
tektphooo network to mainfr^irte, 




OOti Jtficsde SfCCrmjM iBICtaK 009 Arcflds SPECTTUM 1 6tO'4«K 
HUN BABV «UN - WuHH-car cop TBRR* HWOE - Tef ra nan 

EhBHand shtxrt-oun delends fanti again s! all odda, 



IMMMi 

OtO Amcta Sf^CTTUM 16K/4aK 03t Af»ct« SPECTfUM 16»</4nK: 
MBMCE- What happens When cnAZVaW^HS-Tenaazy 

toA^wr turns ^isttacK OBvenn&. ten hungry mouthstofMd 





007 AfcBde SPECTFUM4«( 

EXOCMiS - Strar>^ creature 
emufging from th9 pits. 



014 0ttadmfS bmtif SfECTPUM48K 
MR. fflEBE - Six compartnnnts, 
each touifliher to de-ic*. 



016 Arcade ikh«olur« 5IPECTFUy(4eK 
BOOTY - Twenty holds a anwned 
fuU cf pireite k»L 



OOe Mbr Gertie SPrcmuM4aK 

V1KMQ RAIDEAS- Atesi oi strategy 
OQunst the oomputer or Iriends. 



SCREEN PRtrn SERVICE 

SiNCLAfR SPECTRUM AND BBC MfCRO 6 USERS CM.Y 

Ho!i\cs \he quality ol printed screens on the frorit of our Silver range packs If <fau atea convputer 

art^sl we can oiter yov tSLicgpy ol yotir creations in the brm of 

1 2' X 9' FULL COLOUR PRINTS tjy ink jet printer These are awailatile In Iwo tormaLs 
1 RdPER E6 95p each, ar 2 LAWiNATEO tBoard-Uflckedl £9 9&p each: 
tjolh prices inclusive of VAT and postage 

Send your saved screen on cassette or dtsc I slate tJOfder ootour. it Spearum) with a crossed 
cheque/PO mad« payable to RREBtRD SOFTWARE, to lti« address below Your cassetie or disc 
wiH be returned wtth ofder. Allow 14 days k>r deiivefy, 

SCREEN PRINT: 
•niEEPOST FIREBIRD. WEUJtWTON H-OUSE.yPPEK ST MARTIN S LANE. LONDOW WCJR SBR 

' Ho ttarno i equHcd 



MAIL OHDER 

Please state name of game ifind machine) er>d 

numtiers reQuired. 

EfKkise CFQSMd ciieque/PO made payabte to 

firebjrdsof™v?e 

Ati oilers are sutsieci lo avaiieljtntyi 
Orders are despatched promcrtty AJ1 prices 
indLfsive oi VAT and postage, 

UM.QRDER: 
*FREEPOST FIREBIRD. 
WELLINGTON HOUSE. 
UPPER ST MARTINS LANE. 
L0NC>OMWC2H98ff 



FIREBIRD SOFTWARE. WELLINGTON HOUSE. UPPER ST MAFniN S LANE. lONDON WC^H SOL TEL' 01-3F9 6755/5626 
Fire&ird end me FmMrd loge are tradamirtte o* BntttA Tetocumniuivtuiipc^h i )jk 



Is biUewUig \\ £2.50 



NEW RELEASES: 

MA mEEZE- 
— AMSTRAO 

^TMEWILOeUNCH 

mr freeze 
. bbcmjCrob 

ESTRA 

COMMOOOfl£64 



each 




B£CmOH 
, THEHACKEP 
ELECTROK 



01 1 Af CMte SPECTT%JM 4aK 

BYTE BTTTEN - Sotve tf>edufi Ihen 
pisy Sea King. 



01? AdMntur« ^3ECTngM4^ 

THE WUD BUNCH - Accuaed od 
murdef. hunl the rea! kilif;t 



01 e ArMde COMMODORE©* 

EXODUS - Strang cnatijf^ 
emerging liwr Bw pfts 



MR, mEBJE -Sin compaftments, 
each lougtwf lo de-ice. 




01 7 Afc«toMwiAMCOMMODOf€ 64 
BOOTY - T^ii«Ny holds crammed 
liii«ftpirateiooi 



01& Afude COMM000nC$4 



020 Arc«ta C0MM0COn£&4 

ZULU - 100 goKteA rna^hs hidden 
in $. magic 4Tia««. 



Q?4 Ai>c:«de A<M€«A COMMOOOnC M 
GOGO THE OHOST - 1 50 dMf^wit 




^o^u 







201 COMMOOORE W 
DCMOHSOfTOMZ- 

100% Graphic Expkxatton, 



TO? SPECTHUM 4aK 

BUGGY BLAST - 

Space Mission Simulatiori 



Btf^d 




As a software company, Bubble Bus has been 
active for a couple of years, regularly turning 
up at computer shows wrth their distinctive 
red stand modelled on a double-decker bus. 
Most of their games have been for the Com- 
modore 64 and Vic20 but they have been 
broadening out their range recently with; 
games for the MSX machines, the Einstein 
and Amstrad either ready or on the way, 
Their first game for the Spectrum was 
HUSTLER, a pool simutatlon which came out 
just before Christmas. But now they've got a 
CRASH Smash on their hands, in the form of 
WIZARD'S LAIR, which was written by 
STEVEN CROW, a 19 year old freelance prog- 
rammer. CRASH person GRAEME KIDD 
talked to Steven at the recent LET show at 
Ofympia 



K wouid have been much more pleasant to have int«r< 
viewed Steven on Bubble Bus' home ground — 
they're based in a con¥erted granary tn Tunbridge, 
Kent, wihich is quite an idvllic setting — 'duck mind 
your head' signs on the beams and a river meandering 
at the bottom of the garden. As it was the, tight-fisted 
EdKor of this organ, having failed to co-erce poor old 
Lloyd Mangram into cycling from his cottage to the 
bubble Bus HQ, thrust a tape recorder into my harvd at 
the LET show and sent me off to find Steven. 
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While we were talking to Anne and Steve at 
the LET show, Steve handed over a high 
score validating tape for WIZARD'S LAIR — 
'Would you like to let Lloyd Mangram have 
thtSf it might help keep the cheats out of his 
Hall of Slime ' So be warned! 



We chatted some more, and 
over the next few days the 
aermofani daa foracompet- 
rtion based on WIZARD'S 
LAIR began to grow. So here 
is part one of a high score 
challenge thrown open to 
our readers by Bubble Bus: 

To enter PART TWO of ttvfs 
competition, you'll need to 
scAQ in a high score on the 
^ame — more details of that 
(n the next i$$ue. You'll need 
a joystick to compete ser- 
iously in the WIZARD'S LAIR 
HIGH SCORE CHALLENGE 



— and in case you haven't 
aiready got a joystick inter- 
face RAM ELECTRONICS 
have k*ndiy offered six of 
their lop-of-the-range 
TUR80 INTERFACES as 
pri£es> It's quite a neat piece 
ofequipment, which works 
with ROM cartridges as well, 
allows you to conned two 
standard joysticks and has 
an expansion bus at the rear 
sg you can bolt even more 
goodies onto your 
Spectmm, 

BUBBLE BUS are also offer- 
ing twenty T shirts in the first 
leg of this competition, and 
alfyou'v© got to do is loc* 



back at your March edit ion of 
CRASH, read our review of 
WIZARD'S LAIR and ansv^r 
the folfowing questions. 
Entries on the back of a 
sealed envelope or postcard 
to the usual address AND 
DON'T FORGET TO PUT 
yOUfl NAME AND 
ADDRESS ON YOUR ENTRY 
AS WELL AS YOUR T-SHtRT 
SIZE. 

The first five cofrect solut- 
ions out of the bag a t th e end 
of Apri I wi 19 wi n a T-sh i rt and 
Turbo Interface; the next fif- 
teen get Bubble Bus T-shirts. 

And you should be think- 
ing about getting hold of a 
copy of the CRASH smashed 
WIZARD S U^IR SOS you can 
get some practice in for ih© 
Hi-ecore cnallengell 



V 

■t' 



BUS 
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CASINO 
ROYAL 

Producer: OCP 
Memory required: 48K 
Retail price: £5.96 
Language: machine code 
Author; Andrew Parish 

Casino Royal provides two 
separate games. Pontoon 
and Roulette, The games are 
well presented and cama 
with full and dear in str act- 
ions. 

The fifsi part of the even- 
ing wilt be spent at the Roul- 
ette Idbie. The opening 
menu asks for the names of 
the players and up to six can 
be input so i^iat should give 
you room for the dog as well. 
Should the dop want to leave 
he can do so lust before the 
next round of betting begins, 
if the cat wants a go then this 
is the time to join the game. 

Each playef starts the 
game with a stake of CSOO 
and each player is asked in 
turn what bets he or she (or 
it) would like to place. Bet- 
ting in Roulette is not simple, 
the different combinations 
are mind blowing but all of 
the combinations are listed 
in the instructions which also 
gives the odds for a win on 
any of the combinations. 
When placing your bets each 

{tiayer is a1 lowed to use a drf- 
erent method of input, apart 
from simple keyboard entry. 
Replying to tihe questions 
asked by the computer, a 
player can use a joystick to 
position a flashing cursor 
over the bet and confrrm by 
pressing f^re. All players face 
a choice between making 
number bets (betting on a 
block of up to six numbersi 
or defined bets where the 
player bets on a block of 
more than six numbers, per- 
haps all black or all even. 
Clearly the larger the area 
covered by a defined bet the 
higher the chances oi win- 
ning but Ihe odds will be 
smaller as will be the reward, 
The maxunum stake js €1000 
but of cou rse this will depend 
on the amount of Oak'n'ash 
heldbythepjayer. 

The wheel spins for twenty 
seconds, when it has come 
to rest the winning combin- 
ation is given eg.^O, black, 
evens 18 and above'- The 
next screen shows how each 
player fared listing the wir>s 
and the amount of money 
each hasremaining.Thepro- 
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gram does offier a short tut- 
orial on betting to guide the 
players, this combined with 
the instructions should pro- 
vide all of the information 
required so when you lose all 
of your money at least you 
will know why. 

The second gar¥>e on the 
tape is pontoon, the load 
time is very short but then 
it's not a very complex ver- 
sion of the game since it oniy 
allows one player against the 
bank. To play the pame is 
simplicitv itself. First the 
bank will shuffle the cards 
and deal one face for the 
player and one, face down 
for himself. The player will 
be asked for a bet which can 
be for any amount up to his 
capital — initially £100. After 
the ftrst bet thepi^ayer is dealt 
his second card and the bank 
deals himself another card 
this time face up. The player 
Is then given the choice of 
standing, twisting or buying 
a card. The player must dec- 
ide how likely it will be that 
his hand will be tietter than 
the bartk's, should he decide 
that his chances are not ter- 
rific then he will ask for 
another card. 



The game of Pontoon 
must be as well known as 
Snap but there are many 
variations in which the rules 
afe slightty differflnt. This 
version pays the pot to the 
highest hand less than 
twenty one. Should the bank 
draw 21 then it will cost the 
player double stake. A burn 
or change of cards is provid- 
ed for ifa player is dealt two 
cards with a value of thirteen 
or fourteen, should this hap- 
pen then the deal will begin 
again. If the bank draws a 
Royal pontoon then it wilt be 
declared immediately. As 
with Roulette a ptsyer's cap- 
ital is displayed together 
with his Current bet. The 
game will terminate when a 
player loses all of his money, 
there isn't an option to leave 
the game before that 
happens — there must be 
moral there somewhere. 

The joystick Option rs only 
required for th^ Roulette 
game but both games make 
effective use of the Curr^ 
Microspeech unit. Full instr- 
uctions are provided should 
you want to make a micro 
drive copy. 



Pontoon 




CRITICISM 



• 'This classic games padc- 
age consists of two well 
known games. Pontoon arwl 
Houlerte. Soth games closely 
follow the real thing, with 
suitable graphics to show the 
cards, wneel and board etc. 
For non-Roulette players 
such as myself there are 
instructions provided. 

Although the games are not 
in the Smash league they're 
quite good and will obvious- 
ly appeal to those who enjoy 
such names, tKit who don t 
actualTy want to lose any 
money/ 

9'A very pleesi/tg impiem- 
entation of a weft trodden 
theme. Th$ main advantage 
that the OCP package offers 
fras to be the CurrBh Micro- 
speech option which rea/fy 
helps to create an atmos- 
phere as we/i as making the 
games far more r&aJ to pfay. 
After a white / did get rather 
tired of being told, 'you lose 
your stake. ' The graphics are 
s/ery pfeasing, they are 
helped by a subtle use of 
colour, The prompt and input 
system has been well 
thought out and is very 
simple to use. Whenever f 
play this type of game f can 
never convince myself that 
the machine is not cheatir^g, 
what sort of person, I ask 
myseff, could draw 4 cards 
With a value oi 17 and then 
go on to draw another and 
get a five card trick. Answer, 
the sort of person vifho 
knows that my hand was J$. 



COMMENTS 



Con^olkeys: respond to 
prompts 

Joystick: Cursor type. 
Sinclair 2, Kempston 
Keyboard pky; input system 
aliows easy use of the 
keyboard 

Um of colour: very 
appropriate, not garish 
Graphicsi provide a pleasant 
and intelligible display 
Sound: makes excellent use 
of the Currah unit 
Skill levels: only one requ« 
ired 

General rating: a very pleas- 
ing version, if you enpy this 
type of game this version is 
well worth considering. 

Use of CO m puter 69 % 

Graphics 75% 

PlayabilitY 68% 

Getting started 83% 

Addictive qualrttes 57% 

Overall 62% 



r 



Producer- Atfantis 
Memory required: 46K 
Retail price: £t.99 
Language: machine code 
Author: Robert Bradshaw 

Se3 Battfes is a compuier 
version of the well known 
pen'n pBpBr game, "Battle' 
ships'. Full instructions are 
provided as the program 
rufis, The player sets up his 
forces by entering the co- 
ordinates in which the 
left-mos^t part of the object 
will appear, for example a 
ship is placed by entering the 
co-ordinates in whjch the 
stern section will be placed. 
This method does mean that 
targets can onty be placed 
horizontally which makes 
them easier to hit once you 
have found them. 

After the forces have been 
set up game play com- 
mences, to shoot the player 
enters the co-ordinates and 
the sound indicates if there 




it'* mo** miKciting fhmn usinifpmpmr mi%tt p*ncit». hut thm mhmm* Im Htmt 
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was a hit or rx>t, otherwise 
the map will show a splash 
symbol for a miss or s large 
cross for a hit. Next the com- 
puter makes its shot and to 
do this the map is red ra wn so 
that your forces can i>a seen 
and the computer's shots re- 
corded in the same way as 
before. The player can dec- 
ide between entering his 
own coordinates or allow- 
ing the Computer to make a 
random shot on his behalf. 
The remains of the forces are 
listed alongside each of the 
maps together with the 
number of attempts and hits 
for each player. 



CRITICISM 



# J never enpyed Battle- 
ships on pen and paper and 
this game does not really 
add anything to make it more 
fun. the i mp I e mentation 
works well but the constant 
drawing and redrawing of 
the screen slows the game 
down a lot. The graphics are 
effective and the colours aid 
clarity, all except for & rather 
upsetting multi-colour 

mov»r>g backdrop that 
appears while the computer 
is waiting for its move which 
is hard on the eyes. Putting 
the required answers into 
the machine worked weJI ex- 



cept when it came to the 
player's lufn to shoot. The 

E layer has to press the enter 
ey to select his own targets 
but to setect a random shot 
means pressino any key, in 
the heat of the battle I found 
myself forgetting to press 
enter so the computer mis- 
took the Trst letter of my co- 
ordinates as an any key 
press, that's why I kept losing 
you see.' 

• 'Sea Battles' packaging 
says that the battleships 
game 'has ready stood the 
test of time'. To be honest 
this is true as most enjoy this 
game The graphics etc. are 
adequate tor this type of 
game. Sea Battles improves 
on the onginai by having 
fand targets but rt loses out 
by not being able to place the 
targets on any plane except 
the horizontal Overall quite 
good, / would like to have 
seen a game save fsciliry es 
thts game can /ast a hng 
lime^ 

• "Games tike Sea Battles 
defmitely come under the 
heading of 'if you like the 
type' games. Quite obvious- 




WE'RE SHUOUS ABOUT 



At th^ ¥!fiGm GAMES CBfrRES, we've worked 
long and hard to put together ttie WS BIGGEST 
tUmEof&mPUrER^tnWIIMGAM£S. Weve 
got an unnvalted seiecttott o(. Adventure Games. 
War Games, Classtc Games, family Games, Sports 
Games, Business and Educational Softwate. For 
Spectrum. QL, Atari, BBC. Electron, Commodore 64. 
Commodore CIS, Commodore Vic 20, Etam, Enterpfise, 
MSK, Amstradand Oric machines. 

Plus a large stock of utilities, peripherals, chess computers, 
books and magazines and a range of Sinclair, 
Commodore and Amstrad hardware 

JUhI if fou fiffd cHoasing sifftw9re hanif 
ttyt^^^^e have krKtwfedgeable staff to help fQu, 



GAMES CENTRE 



^ Qx^^ Srjieei London Wt . 170 umo^ Street Abefde&^ A 94/96 Bnggate Leeds 
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PUD PUD 

Producer: Ocean 
Memory required: 48K 
Retail price: £6.95 
Language: machina cocte 
Author: s'htimS 
nahtanoJ 

Pud Pi/ifs^ auflnor is a bit 
backward as the title screen 
proves . To save you g etti ng a 
mirror out, hfs forwards 
r\am<a is Jonathan Smith. 
The object of the game is m 
help Pud Pud escape from 
Weird World by eating all ten 
hidden puddings. 

Pud Pud himself, apart 
from obviously being a Flying 
puddirvg, resembles a hvper- 
active Pacman character 
with flapping ears. The p\BC& 
is full of other creatures whit- 
terino around some of 
whtcn, when eaten by Pud 
Pud, repleriish energy, and 
others kill. Mrs, Pud Pud is 
the one to avoid, as her kiss 
is deadly. The various 
screens are interlinked and 
incorporate platform 5 held in 
position by large graphics of 
things like bits of the statue 
of Liberty or parts of broken 
Spectrum s. 

Pud Pud walks when on 
the f^oor of a platform, but 
tucks his legs up to flap when 
in the air. Energy is dispiayed 
as a bar at the base of the 
screen v^^hile the lives are 
three large hearts whic^» de- 
flate like punctured balloons 
when a life is lost through 
eating the wn:>ng thing or 
running out of energy. When 
he dies, the rotund hero exp- 
lodes into colourful bits and 




On* of tti* unuMUMt tcrmtnm fnom PUO PUD — jniir ar* thm rmthtr 
drmg9f**t^ti* pitman fJgur* on S*ga on th* towm*t plmtform 




sinks to the ground as a dres- 
sed chicken. 



CRITICISM 



9 Pud Pud is one of the 
weirdest games I've played 
for a long white — it really is 
sifainge, no hints or tips are 
g i ve n on the in lay , it j u st says 
find ten hidden puddings'. 
I've yei to find one and I've 
been playing for some con- 
siderable tinie. What do they 
look like— reat puddings or 
what. And what confuses the 
j>:sueeven more is that if you 
exit and then reenter the 
same screen, all the colours 
change. Very confusing. The 
graphics are very, very , . . 



SMBattm 



ly, If you enjoy playing the 
paper version of the tradil- 
tonal game, then you will no 
doubt enjoy playing this 
computer version, and it's 
sensible of Atlantis to rel- 
ease a gannie like this at a 
budget price, because it obv- 
iously isn't in the bestseller 
league. I must say I thor- 
oughly enjoyed playing it, 
but I find the original game 
absorbing on a wet day The 
graphics sre adequate to the 
purpose and everything 
seems to work quite well. A 
pity ships are always orient 
ed in the same direction — it 
takes some of the planning 
fun out of it.' 
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COMMEmS 



control keys: as required by 

prompts 

Joystick: none 

Kevtioard play: input works 

well 

Use of colour: appropriate 

Graphics: well done but Slow 

Sound: poor 

Skill levels: 1 

General rating: good furn if 

you enjoy Battleships. Better 

than average. 

Use of computer 55% 

Graphics 48% 

Piayabiltty 49% 

Getting started 50% 

Addictive qualities 60% 

Va I u e f or mone y 65 % 

Overall 60% 



different (is this the right 
word)? This isn't to say that 
they are bad, indeed they are 
very good, move well and 
are eKceptiorially detailed 
and colourful. Jonathan 
Smith must be a very abnor- 
mal person, or even a relat- 
ive of Matthew Smith (no 
offence intended}! Every- 
thing is so out of this world, 
his imagination or inspir- 
ation must come from night- 
mares, (STOP Pf^ESS — 
found a pudding —gasp — 
thank goodness). The only 
drawback I can find to this 
game is that ii is so difficult 
to find the puddings 
although better difficult than 
too easy. The music in Pud 
Pud is extremely good. 
Overall a totally different 
game . . . (is this the right 
word for it)?' 

• 'A siight thrill f Wasn't this 
the game you coutd just see 
being assessed on the leiiy 
pfogramme about fmagine 
ana Ocean Just before Christ- 
mas? i thought then that it 
fooked a frtrfe dated and see- 
ing the reai thing hasn't 
changed my mind entireiy. 
The graphics are exceifent 
hefptng to create a reaffy 
weird worid ait right. Pud 
Pud himself is a dubious 
character — is ha nice or 
nasty, is this the first com- 
puter anti-hero? If you don't 
find a pudding quickly it can 
get a bit confusing {they are 
placed randomly each game 
and the second only materi- 
adses when the first has 
been eaten and so oni. The 



main difficulty placed in your 
path is the short length of 
energy time you are given 
and eating the proper food to 
keep it up isn't always as 
easy as it first seems. In the 
end I grew to like Pud Putt 
butt can't honestly say that it 
would hold my attention for 
too long/ 

• 'At first glance this looks 
like a platform game but it 
isn't really. Tnse, there are 
platforms around, but they 
are really there to create a 
simple form of maze. The 
game is simple too, flap or 
wa!ik your way round until 
you find a random iy hidden 
pudding, eat it and another 
will appear somewhere else 
in the maze of interlinked 
screens. Keep you energy up 
by eating flying things, 
whilst avoiding eating any- 
thing else as that just de- 
creases your energy. As a 
result the game is very play- 
able but laclcs lasting appeal 
in the end. Graphically it is 
very good with nice anim- 
ation and the large ma^e 
characters add to the 
artrrtosphere. Sound, too, is 
good, with a powerful synth- 
esiser tune at the stan. I enj- 
oyed it, but wouldn't actually 
go out and buy i1.' 



COMmEm'S 



Control keys: Qor 0/W or P 

lefty right, SPACE or CAPS to 

flap 

Joystick: Kempston, Sinclair 

2, Cursor type 

Keyboard play: responsive, 

a Simple layout and easy to 

use when you get used to 

gravity 

Uaerof cokiur: unusual, very 

bright and varied 

Graphics: also unusual, well 

animated and smooth 

Sound: excellent tune, good 

spot effects 

Skill tevels: 1 but 

progressive after 10 

Euddings 
tves: 3 
Screens: unknown but 
several interlinked 
General rating; a slid<, 
glossy high quality package 
as one expects from ocean, 
but perhaps lacking in 
addictivity. 

Use of computer 80% 

Graphics 81% 

Piayabiltty 76% 

Getting standi 74% 

Addictive qualities 68% 

Value for nnoriey 77% 

Overall 75% 
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To help prepare you for p4avtni0 ttw gime, hero's a few 
questions to test your knowtedg* ol ttve London 
Underground system : 

1 . Broad Street does have a station but is it ■) 
Underground or b) British Rati? 

2. How many stations shown on the map have a name 
which begins with the letter S7 

3. How many stations are called - - - - PARK? 

4. Which station on the Underground has the largest 
n urn be r of railway lines running through it? 

5. How many stops are there on the District LJno^ 
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DUKES OF 
HAZZARD 



Producer: EIrts 
Memory required: 48K 
Retail price: fiB.95 
Language: machin« cod« 

Here's, another in the 
licenced TV series from Elite, 
the software house that 
specialises in purting the 
small screen on the small 
screen. Most players will 
sureiy know the TV series, so 
the scer^ario is simple to des- 
cribe. Basically, Boss Hogg is 
Up to his Old tricks again and 
hes threatened to seize the 
General Lee ascoltateral un- 
less Bo and Luke come up 
with the £5000 they owe him. 
So they decide to enter the 
Annual Hazzard Cross Coun- 
try Road Race to win the first 
prize of — guess what, yup 
its £5000. Boss Hogg and the 
entire Hazzard County Police 
Force are revving up to stof) 
them. 

What we have here could 
basically be described as a 
'Moon Buggv' game set on 
Earth. Instead of a rnoofi 
buggy there is the boys' car, 
the General Lee. instead of 
craters and mines the boys in 
their car have to avoid vehic- 
les driven by the various 
nasties. These can be 
|um[>dd over or destroyed by 
fobbing sticks of dynamite 
ahead of the car. Instead of 
atren flying saucers Jethra 
the ace-hencopter pilot flies 
over, firing down at them, 
followed by Jatce in his aero- 
plane and Cletus the balloon- 
ist 

The screen shows the 
roadway (which vari^ in 
width) and the background 
landscape scrolling past, 
while the General Le« s^ts in 
the centre of the screen able 
to change lanes tup and 
ctown} and alter speed 
(which afters the scrolling 
speed effectively). Enemy 
vehicles approadi from in 
front and behind. Again, like 
a 'Moon Buggy' type flame, 
Dukes ofHazzardis played in 
stages, in this case from vil- 
lage to village. At the end of 
each stage the hazzards (I) 
increase. Scorir>g is by dist- 
ance travelled and by the 
removal of hazards as wve^l u 
a bonus score for each stage. 
The only obstacle that 
mustn't be destroyed is 
Daisy in her jMp. 
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C 'There is sorrtething about 
Elite, I don't guite know what 
It is, but they seem to use the 
same scrolling routines for 
the last three games, k 
would be nice once in a while 
to have a bit of variety. As 
usuelthegraphicssreuptoa 
very high standard with a 
good parallax movement 
visible in the landscape, 
ysin^ large, bright, dear 
playing characters -- prob- 
ably me strongest side of 
Elite. When I heard Dukes of 
Haizsfd was to t>e released, I 
vHnsndered what sort of game 
they could produce around 
the TV series; tt was proved 
that not much could be done 
with it and Elite have prod- 
uced a aame with no real 
game ©Tement in it. Do 
peopie really want contin- 
uously scrolling, jumping 
games where if you try to kiH 
your opponents (computer) 
you stand a good chance of 
getting ki I iacT yourself? Isn't 
this a bit over the top? I found 
the only point to this game 
boits down to either killing 
the opponents or jumping 
them. People seem to like the 
'Moon Buggy' games that 
this resembles, but hem the 
actual game elements don't 
really work together to prov- 
ide any lasting appeal, which 



is a shame, because it could 
otherwise have been guite a 

good game. An example can 
e maoe of Ot/ites cfHazzBrtJ 
to show that a wel I known TV 
title must not be allowed to 
sell a game wtwn the game 
itself IS not up to scratch, 
whereas Elite are trying to 
sell a game on the basis that 
it will be dangerous, exciting 
and act ion- packed, wrfien 
this or>e is not.' 

• 'tt struck me rmmedietefy 
th^t 9 s«fise of excfKnwnt 
hes been attempted by 
making the player keep 
hittf'ng the acceferate key to 
keep up to speed (not hitting 
it slows you dtM^l a kind of 
DT Decathlori idee. Actually 
this becomes imtating after 
a bit as it has fifth to do realty 
with the game idee. Afso you 
have to 5isco\fer this fact for 
yourseHr as it isn't mentiof>' 
ed in the inlay instructions, tt 
has to be said that every- 
thing is exce/iently animated 
with nice boiswinq whee^ 
and characterfuf objects. The 
Genemi Lee*s feeps are otft- 
ieti'c and if yoo are hit the 
way the car somersauft's to a 
hah is good, 3utth6se are all 
peripherals to a good game, 
not a good game in tftem- 
setves. Dukes of Hazzard 
disappoints with its lack of 
real axcitenrent or object- 
ives.' 



% 'Elite seem to be sticking to 
their TV series tie-ins. Dukm 
is quite a good game with 
graphics whidi are fairty 
gnrvooth and detailed. Accel- 
eration is achie^md using the 
decathlon yQlympjo gaff>e 
method ie, press fike mad. 
TThiis is gooct as as it makes 
vou feela part of the game. 
The actual game is playable 
but not outte as addictive. I 
enjoyed Ovkes and I expect 
younger pfayers will enjoy it 
even more. Originally t was 
rather sceptical of TV tie-jna 
assuming them to be gimm- 
icks. Up to now most of them 
have been good games too- 
As long as this continues I 
shall continue to enjoy 
them.' 



COMMEAfTS 



CofitJoJ keys: M to 

accelerate, SYM SHIFT 

(toggle) to change lane, X to 

jump and Z to throw 

Jotyimeltr Kempeton and 

Sinclair 2 auton^atically 

detected 

Keytkowrd play: responsive, 

although continually hitting 

the M key gets irritating 

Use of colour; very good 

Grvphki; excellent, good 

parallax feeting 

Sound: below average spots 

effects, hom sound okay 

Skill levek: 1, progressive 

difficulty 

LJv«e:3 



continuous 
scrolling 

GefwraT rating: great 
graphics but not much game. 

Um of oomputar 73% 

PtayabJIrtv 58% 

Gattiiig started 60% 

Addkusve qualities 59% 

VatuQ for moneiy 63% 

Ovefsll 63% 




^li^ 
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NICOTINE 
NIGHTMARE 



Producer: Atlantfs 
Memory required: 48K 
Retail price: £2.99 
Language: irwchme code 

This is the Allarttis contrib- 
ution to the anti-smoking 
campaign, rnDt perhaps as 
revolutionary as banmnq 
srDoking on the London 
Underground but it is jusi as 
frustxating. The Ttrst page of 
the program reproduces the 
GOvgrnmenl health w^arnfng 
together with some spiel 
aSKing if the player was 
sincere in wanting to banish 
smoking from the face of the 
Earth, Replying 'N' results in 
nothing, 

Before you can start the 
actuat game you wilt be 
given a test to detern>ine if 
you are the sort of person 
who could bear up while 
under the son of presstjre 
experienced by anti- 
smoking agents acro$s the 
workl. The literature expl- 
ains tftat the first game is to 
test the player's strength of 
dtaracter and determination^ 
to stamp out the evil weed' 
The game involves guiding a 
little man up and dfown the 
screef). There are five on 
each side of hirrx with the aid 
of watering cans he has to 
pu! out six cigarettes period - 
»cally relurning to the bottom 
to refill wirh water A little 
chap in red, the fiery devil, is 
dashing around like a lunatic 
rt-lightmg them, seemingly 
fssterthan the player can put 
them out. Should one of the 
cigarettes burn down then 
you have failed the test and 
will have to take a re-sit. 



Should you make il past 
the first game then you will 
allowed out on your mission; 
to shut down the cigarette 
plant. First you must guide 
your man into the plant and 
through each of the depart- 
ments. As you make your 
way you will have to avoid 
otistacle^ such as a cascade 
of ciyaretts, water traps and 
revoFving doOfS. On your 
fourney you will b« required 
to find the rtumerous 
switches that will eventuafly 
shut the plant down. As you 
discover each switch and 
turn it off the entrance to the 
next screen will be revealed. 
Each new stage of the game 
presents you with different 
obstacles, the switches 
become harder to find let 
afone get to. There is a fittle 
chap who will be tryif^g to 
stop you in your endeavours, 
the factory rnanager. if you 
succeed he wiH lose his job 
so it's in his interests to int&T' 
fere with you as much as he 
can. When the plant is closed 
down then you will have 
succeeded in your mission. 
Should you use up your five 
lives you will be swarded a 
score, this »s given as a per- 
centage and depends on the 
degree of damage inflicted. 

CRITICISM 

9 This game is meant to 
encourage you to atop 
smoking, if you want to stop 
smoking then this is not the 
game for you. The frst 
screen makes you so tense 
and frustrated that you wit) 



Givmg tip iftf* kfttmd B»Jf *►♦ « niffhtmmrmbul ptaring conipiitar gmmm* 




probably smoke a couple of 
packets. The factory is 
occupied by mutant 
cigarettes la well krrown 
brand). I'm sure they plan to 
rol! all over you as you are on 
the ramp. They constantly 
get closer together blocking 
your path to the switch. The 
game goes on like this get- 
ting increasingly difTiculL 
The graphics on Nicotine 
Nightmare are pretty basic 
but sufficient to give it quite 
an attractive appearance 
although they move fairly 
blockf ly. This is a very simple 
idea but I don't know 
whether it's such a good idea 
to sell this ganrw to children, 
after all cigarettes should be 
associated with over Ife. 
Saying this, it is still fun to 
play ifslightly fnjst rating on 
the first few screens. An un- 
usual game.' 

• 'Generally a fun game but 
it may have limited appeal. 
The first test is very difficult 
and SOOr^ becomes an ann- 
oyance. The main game has 
some nice action and orig- 
inal ideas but nothing about 
the game is stunning. I am 



satisfied that Nicotine Night- 
mare is abie to offer plenty of 
entertBinment so for tfte 
pricB it covkS be worth 
mentioning. ' 

COMMENTS 

Control keys: Q/A up /down 

M/Nleft;right SPACE to 

jump 

Joystick: Kempston 

Keyboard play: M/N keys the 

wrong way round otherwise 

responds well 

Um of cokiur: effective 

Graphics: effective but basic 

Soutid: nothing adventurous 

here 

Skill levels: 1 

Lives: Bin main game 

Screens: scrolling screens 

Gef^eraJ rotir>s : not a 

shattering game by any 

means but great fun to play, 

once you've mastered it. 



Use of computer 
Graphics 
PlayabtlitY 
Gettinc) started 
Addictive qualities 
Value for money 
Overall 



70% 
71% 

78% 
84% 
62% 
88% 
78% 



THE N0.1 GAME FOR THE 
48K SPECTRUM 



siiK'-; 



/N/v/v 



WEND€R B£MDBt is an 6xci1ir»g Qua gam« for ONE or 
VMQ players and will appeal to a wide range of ages and 

skJMs with f\mB levels of play again^l tho dock, The gamd 
tests speed of recall involving ani^cipatiofi of the question 
as it unfolds across the scrij&n and SpSttd Of response 
cSeperident on the lev^l of play 

MENDER BENDER a Mpplivd wvHh th« RRST 
ADtKTiONAL QUESTION TAPE FREE to rnvinuin the 
challenge of the gume. NOW flvailable at good computer 
shops Or direct with cheque/PO for £? SO ^ncknlve. 
ACCESS and VISA enters taJ[*n on our 24 Hour Hotlin«. 

$TQt» PRESS - QUEST1044 TAPE 2 NOW AVAIIASLE 

DSO INCLUSIVE 



COMPUSOUND 

DCPTCR3, 32/33 LANGLfY CLOSl. REODTTCH, 

WORCSBddOET 

TELEPHONE t0527> 21429 - TIWOE ONLY 

(0627)21439- 24Hr HOTUNE) 
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Before we teft v<3u about the new 
exciting Commodore 64 games review 
monthly ZZAP! 64 I we Iotow it doesn't 
interest you) let's tell you why it does 
0Onc«i-ri you. As a regular reader of 
CRASH you must knowsome friends 
who own a CommodorO' 64 computer, 
who have been nioantng about the fact 
that as a Spectrum owner you get to 
read a magazine like CRASH Now if 
you do know some underprivilieged, 
almost magaiirte-less Commodore 64 
owners, you could tell them about 
ZZAP! 64 and get them to subscribe. 
For evef> subscrtption we receive on 
the form below for a photocopy) from 
your friends, you'll receive a (re« 
CflASH T shirt worth £4 501 

( I Now we'll tell you about ZZAP! 84 



The Irret issue of ZZAP! 64 is on sale 
from April 11th Like CRASH, ZZAPI 64 
yvili b« packed with exciting features 
including; 

• Highly detailed reviews of all the 
latest 64 games 

• Stack? of playing tips and game 
,5 

special chart of readers' favourite 
games 

• An adventure section by Steve 
Cooke iPCG'% White Wnard) 

• Hi-score pages with a bold challenge 
to top-scoring readers 

• A regular column by 'Yaltthe Hairy' 
Jeff Minier 

• Letters (and answers), news, gossip 
and competitions 

ZZAP! 64 is monthly and cosis 95^ 
from a newsagent, but your friends can 
get a discounted subscription with this 
form, and as a subscriber they'll be en- 
titled to cfaim SOp off any item ihey 
order from ZZAP! G4M9il Ordet, which 
is run from the same department as 
CRASH Mail Onjer (same people in 
fact)! A subscfiption for 12 issues of 
ZZAPf 64 costs ei4.50 (prat indudedt, 
but v/\xh this form ri costs only £10 
(post inciuded]! and the offer )ast$ until 
Apnl 30th. 

So if you don't know any Commodore 
64 owners, now's the time to make 
friends! If you do, gel them to sub- 
scribe and it's a free CRASH T-shirt for 
each one just for you. 



FREE 



^Sufe^^f 



theo 



tdooertvo 



*tbft 



^e»t"io9 ®^ 








!V 






i» urn it April 3Q;h 1 384 f^O* Itw OCHjpon form IB tw vi4Jd il 

■ "1 f'v tlw cprract paymenl from youf frianef in chscjiwor 

'i KCtplCd but nol rUcOnimendffd . A* KKut Bi WB 

'it, your CRASH T sh I n wiM be d»psichfld ic v^hj . 

^npng fr >«nd iMOii'tcl likt io tutncribo 10 ih« vHciting new 
Z2APl W monthly m«guine for \2 r»u«« M tft*tp«dal "fri^^ of • CRASH 
Readier ' diiroount prusofClO [post iftclmtodl iningd ot £1 4.50. mnd {•houid lUia 
to rftcenm my tTM CRASH T-tWrt 

My mme it ICHASH iwdf ) 

My AddrBH il 



Poiitcodi 



' ' i'.9St0te T'thirtfizat/M/S: 

My Inflnd wtio m subscnbmg la SAP1 64 ti: 



Postcode 



And hK/tfittndiMmtdtimMM/paa^ ord«r lor [TO mod* MVJib(« io ZZAPI 14 
IPtowifMdlJiiilMdl 

22AP1 64 SUBSCRIPTIONS DEPARTMEftfT, PO BOX 10, 
LUDLOW, SHROPSHIRE SYS ^DB 



*ZZAPl 64 ' a 'CnA%H*mn both NrnvvMiiatd Pubticmtiont 



DTECHnNICHEBTECHUNICHEUTEC 



Th is (ssue sees the start of a new corner in CRASH, ttie 

Tecii Niche, which will appear every month, crammed 
full of news and reviews of gizmos you can bolt on to 
your trusty Spectrum. We'll also be taking a look at 
some of the things you can get up to with your Spec- 
trum . . . other than play games^that is! 



t We'll be doing profiies on 
Utility proQfammers, 

reviewing utiUiy packages 
and digesting the contents of 
a few tech n I qa Hype books, 
which we'll tell you about. 
Hardware, including print- 
ers, disk drives, and all the 
peripherals that can turn 
your Speccy into something 
Speccnal will be put under 
the Tech Niche microscope 
in due course, and there are 
plans for roundups on spec- 
ific products fike add-on key- 
boards, joystick interfaces 
and compilers I which go part 
of the way towards saving 
you the bother of writing in 
machine code). 

In the next two issues the 
Tech Nlci^e Team, aided and 
abetted by a professional 



musician and keyboard 
teacher, wiil be eKamining 
the ways you can compose, 
play and even learn music 
with your computer. 

We hope to take a iook at 
Modems and Micronet 800, 
and may even include a reg^ 
ular sub-Niche for commun- 
ications freaks who can't 
resist making telephone calls 
with their computers. 

Who knows, robots and the 
kind of things they can get up 
to may prompt us to push 
our pens over paper in a 
whife. The artssticaily mind- 
ed anion g you will be pleas- 
ed to hear that a review of 
graphics packages and input 
devices is already on the 
drawing board I 



Maybe all the marketing men 
out there in the wide world, 
who've been wondering why 
we haven't written about 
their products as much as 
they'd like will be able to 
sleep more soundly in (heir 
beds at night once They've 
sent us their utilities and 
add-ons for scrutiny and 
evaluation. Don't say CRASH 
isn't a caring magazine, even 
if WE have to stay up nights 
to do it, Tech Niche will 
provide a forum for all that s 
happening away from the 
games front line. 



And don't forget, dear read 
ers, that we're here to serve 
your every whim. Weil, a 
whim a week, at any rate. If 
you think there's some 
aspect of Spectrum owner- 
ship to do with hardware or 
non-games software that the 
Tech Niche Team should 
take a look at, drop us a line 
— we might even print the 
odti letter, you never know. . . 



THE DESIGNER'S PENCIL 



Producer: Activision 
Retail price: £9.99 




finallVr the first graphics 
designer with a musical flair 
has arrived. Activision's The 
Designer's Pencil not only 
dispiays drawing talent, but 
also delights with musical 
knowhow. If you're not care* 
ful, it will whistle all the time 
while it's being creative. If 
you're ready to create your 
first pop video show, read 
on 

The Designer's Pencil con- 
tains a graphics and audio 
language subset, which can 
be accessed entirely via cur- 
sor control either using the 
keyboard controls, Sinclair 
Interface 2, Kempston of 
cursor interface. Just point 
the cursor at the displayed 
command and press the act- 
ton button, Just iike an Ikon 
driven program without the 
Ikons. . . . 

The Programn^mg Screen 
is divided into four main sec- 
tions. Si?< small mctangles at 
the bottom of the screen rep- 
resent the Master Com- 
mands which control the 
main activities. The scrolling 
instruction window displays 
the available graphics and 
audio instruction set ready 
for selection. The Prompt 
VMindow at the top left of the 
screen is the ioad and ^ve 
work area. The rest of the 
screen is available for the 
current program listing. 

}f you've ever been in a 
supermarket, you'll find 
yourself at home with The 
Desiffner's Pencil, Just drive 
up with your cursor or shop- 
ping basket to the display 
shelf/instruction set and 
collect the desired item or 
items. The selected instruc- 
tions are automatically listed 
in the programming area (no 
queueing at the pay coun- 
ter!! and once the shopping 
list is complete, point the 
cursor to the RUN master 
command and the assemb- 
led program will ruri display 
ing your lack of drawing and 
musical talent, 

There is no 'on live' des* 
ign, in a manner simila?' to 
Logo the picture must be 
programmed indirectly and 
sequentially by creating a 
drawling file uvhich can be 
subsequently run and check- 
ed. On RUfNi the Draw Page is 
displayed and the file is exec- 
uted with the picture devel- 
oping as if by magic to the 
accompaniment of any prog- 
rammed sound effects. The 
picture can be saved on com- 
pletion or reviewed at any 
time during further editing. 
Lines can he inserted, del- 
eted or modified- 
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DRAWING 
FACILITIES 



Most standard drawing 
functions are availabli^; 
Clear Screen, P^per and Ink 
colour selection. Pencil on 
and off, Kaletd<Kcope on or 
off I mirroring in four quad- 
rants If, Circle, Fill, Text print, 
Drawing speed select and 
Arc drawing with a set 
radius. Extra to this comes 
the incredible range of mus- 
ical comrnands which con- 
sist of NOTE followed by ihe 
pitch and octave, 

Structured progfamming 
is also catered for with the 
help of labels, yariabies and 
art unconditional iump instr- 1 
uction. Subroutines are 
made possible with a jump i 
to sub and a Return function. 
Program loops can be incor- 
porated with a RHCURSe A B 
command with variable B 
controlling the repeal cvcte. 
Variabtes may be set with 
fixed, random or with current 
coordinate values and 
simple conditional branches 
allow further siruciuring For 
debu^{ling purposes two 
functions may be of some 
use: DEBUG A displays the 
value of the selected vdnable 
affd VIEW XA^ the current 
values of the coordinates 
during RUN, 

The picture or the draw file 
may be saved on tape or 
microdrive under a given file 
name, The prcture also can 
be printed on a Spectrum 
compatibie printer (ZX 
printer, Alphacom 32 etc.). 



UKES AND 
DISUKES 



The Designer's Pencffs use 
is very limited due to the lack 
of an immediate draw mode. 
Worst of bU the cursor driven 
operation can drive anyone 
not only round the screen 
but also round the bend, as it 
simply takes hours moving 
the cursor up and down the 
instruction list or naming a 
file running up and down the 
alphabet, what looks like a 
good idea at Ttrst turns into a 
regular nightmare and 
artyone will wish for the 

good old-fashioned 

ey board entry. The musical 
capability is very limited, but 
provides an extra dimension 
to the drew performance. 
The Designer's Pencil is a 
curious piece of 

programming, which should 
keep aniyone intrigued for at 
least a couple of hours^ . . . 
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By Larry Contck £3.95 
Harper and Row 

There's really no reason to 
remain in the dark about 
conr)puters and computer 
science, even if the prospect 
of delving into amazingly 
complicated textbooks has 
so far proved too dauntir>g. 

Arfmitteffly, there are a few 
beginner's guides currently 
available which try to take 
the pain out of approaching 
the subject, but ail too oh:en 
they are either downright 
patronising 'tn tone or ass- 
ume a certain level of pre- 
know ledge of their readef. 

Larry Gonlck's apparently 
humble paperback volume is 
truly a masterpiece of expl- 
anatory Wf (ling — and 
drawing. Anyone thinking 
about getting to grips with 
the theoretical side of comp- 
uter hardware, software and 
systems would t>e well adv- 
ised to get hold of a copy and 
write their name in large let- 
ters inside the from cover 
straightaway — it's one of 
those books likely to walk I 

AJ^ all-encompa^ing 

overview of computer 
science is an ambitious 
proj^::! to efnbark on 
between the covers of one 
book, biit Larry Gonick has 
succeeded, presenting an 
excellent mi^t of entertain- 
ment and education in his 
Cartoon Guide, 

Sptit into three sections, 
the book begins with an 
explanation of the concept of 
informatiof)', which is what 
computers are very good at 
processing. Mr Gonick then 
takes his reader gently 
through number theory, ex- 
plaining why computers use 
the binary system and how it 
works, on to the early days of 
hardware, presenting a pot- 
ted history of computers. 
From that perspective the 
internal workings of hard- 
ware and micropraceasor 
architectufe are attacked. 
White this second section of 
the book T Logical 

Spaghetti'!} recfuires a Tittle 



The Cartoon Guide to 
Computer Science 
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more effort from the reader 
who may need to resort to a 
little pencil and paper work, it 
must be the least painful, 
most user friendly intro- 
duction to oonrtbi national 
logic ever written. 

The concluding section 
'Software' introduces a few 
fundamenktat aspects of 
programming, using BASIC 
for examples of construct- 
ions, and then wraps up with 
a glimpse of the kind of 
things that computers can t>e 
used for, given the appropr- 
iate programs. 

Larry Gonick descrit>es 
himself as 'an overeducated 
cartoonist'. He has certainly 
found the ideal way of 
sharrng some of his excess 
education. The whole style 
of this book is appealing ; the 
cartoons work as a foil to the 
text assisting the words to 
get the menage aatois 
rather than actir^ as itfus- 
Irations, The humour, con- 
tained in both the drawings 
and the text, serves to light- 
en the reader's task of taking 
in new concepts yet avoids 
trivialising the subbed. 
Boolean algebra Is 'light 



reading' to very few people, 
for instance, but Larry 
Gonick's treatment of 
Boole's iaws, u&ittg spotted 
or NOT spotted and gtad or 
NOT glad pigs as the (list 
worked example is a joy to 
read. 'Essential Reading' is a 
phrase which is prone to 
being used lightly by some 
book reviewers: but not this 
one! Just go out and buy a 
copy of The Cartoon Guide, 1 
promise you won't be able to 
avoid learning quite a lot 
about Computer Sciervce if 
you do, and you'll be enter- 
tained in the process. I just 
wish Mr Gonick had got his 
act together years ago, when 
I started learning about com- 
puters — the accurate over- 
view he presents in this book 
would have been invaluable 
in making everything I learnt 
drop into place in some sort 
of order. 

The Tirst book to be re- 
viewed in these soon-to-be- 
hallowed pages, The 
Canoon Guide to Computer 
Scrence also wins the accol- 
ade of the first book to be 
awarded a CRASH Smash. 
Nuff said? 



I 



STAY 
KOOL 

Producer: Bu^-Bytft 
Memory required: 48K 
Retail price: £6.95 
Language : machine code 
Autnor: Leigh Hugill 

Space Pilot Luke Warm is 
stranded on his crippled 
spaceiship after one of his 
Iq3S successful spac« barttes. 
tt iSfi'l his dav eithOf; 
although the emergencv 
space shuttte is mady to go 
he has neglected to keep the 
fuel rods o n t he shu tt I e. They 
are scattered about (he 
stricken ship and Lute must 
be guided around to collect 
them all. Unfortunately (the 
key word in any computer 
game) the damaged ship has 
sent the various automated 
devices wild. Can Luke avoid 
the nasties, collect all the 
rods artcf be mady in the 
s hurtle bay before the 
damaged ship falls into the 
nearby star? 

Stay Kooi is another JSW 
clone, but this one doss r>ot 
aim to let Willy go, even 
providing A room called 'We 
must perform a , , , WHAT?' 
as part of the clone effect. 
The ship is forrned of a sehes 
of Interconiwcted rooms 
containing platforms, and 
varied nasties that bounce 
up and dtown or slide from 
Side to side. Lufce is a small 
white ftgure in a large 
fishbowl helmet with a 
healthy jumping ability 
Items to be collected flash. 
Below the playing area can 
be seen the title of the room, 
number of tt^ns collected, 
rising tenrvperalure and lives 
which convert into winged 




Lair of th« uaitpira t-cnons 
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angels after deaths. Among 
the features of the game 
there are tractor beams 
which force Luke to rise 
along with them, leieport 
rooms and amongst all of 
this 50-scfeen game there Is 
a Loch Ness Monster I 



CRmCiSM 



tt 'I always thought it was 
Bug-Byte's policy to release 
only very good gannes such 
as TurmoiT and napscaWon. 
But Stay Kqo{ isn't up to thetr 
normal standard. The graph- 
ics are good but but aren't 
mind-blowingly brilliant and 
the sound is almost non- 
existent. The idea is similar 
to Manic Mine ft Jet Set Wiffy 
but the actual game isn't up 
to the standard of these 
games. Stay Hooi i% 
definitely not addictive and 
because of this I found that it 
wasn't very piayable. K may 
appeal to people who 
especiallv like platfofm 
games hut to the everyday 

gamer it's realty a bore. 
iveraft n-' \x> to the 




standard of other Bug Byte 
games and certainly not cme 
oj the all time greats/ 

• 'There's no doubt in my 
mind that this mme wtf/ tw 
compared to Jet Set Willy, 
and in fact it makes fittte 
attempt to disguise thestmti- 
arity. The screen iayout is so 
much (ike Jet Set Willy in the 
serrse that twa-thirds of the 
screen hs:s been used as the 
ptaymg area and the botionj 
third as a text and infor- 
mation area; it woufdn*t 
even surprise me if the same 
screen display rouimes 
hadn't been copied from the 
host program at some point. 
There are some distinct dif- 
ferences though ati(/ prob- 
ably the most obvious one is 
the standard of the graphics 
— they are not as good by 
hatf and they flicker consid- 
ergbfy. Gri^phics are quite 
varied and weff drawn, how 
ever, and the game makes 
fuit use of the colour capabil- 
ities of the Spectrum, but it is 
disappomang to see Aow 
many character blocks are 
left undisguised which gives 
an unpleasantly chunky feel 
to the game, there doesn't 
seem to be much sound 
maybe because it would 
slow the game down even 
further. I can't see why 8ug- 
Byte has published this 
game as it is nowhere near 
their previous high 
standard. 

• 'It's difficult at this late 
stage to say whether yet one 
[Tiore JSVH copy is playable 
or not, After all, if a game is 
good, it doesn't matter jf i^t 
looks Wke something eise. 
but after so many versions 
one does get a bit tired and 
therefore the copy has to be 
very good- Stay f^ool is not a 
good copy, and its humorotis 




attempts to copy the Matt- 
hew Smith literary screen 
styte is rroi paiticularty 
appreciated either. The pace 
of the game seems stow and 
generally the idea is uninspi- 
ring, in other words, it offers 
nothing new to the type like 
Technician fed or Brian 
Bloodaxe. A surpsise really, 
coming from Sua -Byte and a 
disappointment. 



COMIVIBNTS 



Control keys: Q/W left/right, 

B to SPACE to jump 

Joystick; Sinclair 2 and 

Kf-fTipston 

Keyboard play: responsive 

Use of cotour^good 

Graphics: above average 

Sound: poor and not much in 

the way of spot effects 

SkiW levels: 1 

Uve«: 5 

Screens: 50 

General ratin-gr an averAgA 

fjlatformi stylygame with 
ittle to offer over other 
versions. 

Use of computer 78% 

Graphics 69% 

Plavabititv 64% 

Getting started 72% 

Addictive quaCities S4% 

Value for money 63% 

Overall 59% 
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WRIGGLER 

Producer; RonMntk 
Robot 

Memory required: 4eK 
Retail price: £S.9S 
Language: machine coda 



Wriggfer is s maze game, or it 
could bfi an sr^de gsma — 
well it might even qualifvas 
an adventure of sorts, me 
simple truth is that Wriggler 
is all of these, and in some 
respects resembles Antics, 
the insectoidal game by Bug- 
Byte' The opening screen 
Shows four ma^gotB at the 
start of a race, and you are 
orve of thenii — you know it's 
a race because of the ant 
with the starting pistoL but 
you are not racing against 
the other maggota as they 
disappear soon after the ra<^ 




Starts to become your extra 
lives. 

The game seems simple 
er^ough to p(ay, all that's 
required is for you to guJdie 
your maggot down path- 
wa>rs until you find your way 
out of the ma^e and into the 
next, and the next, and the 
rwxt. ... In fact there are four 
main mazes, the first one 
being the Garden, followed 
by the Scnj blends, the 
Underground (or Hail if life is 
rotten to you as weJI), ar>d 
finally the f^ansion with the 
lift shaft that should take you 



A 



'foi^^^ 
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HEW CYLON ATTA^ 



1 



>^>^.. -"^-^^ 





to the planet surface. There 
are a few other areas but if 
you find yoursoltf in any of 
these then yOM g<Kifed and 
life can only get worse. 

a ttijs all sounds pretty 
straightforward, the fine 
print begins to make being a 
maggot sourid less attract- 



ive. The first problem yoM 
will have to cope with is your 
diet; as maggKit winds his 
way around the maze he 
uses up energy. This can be 
replenished by consuming 
many of the snacks left 
around. The menu includes 
such gourmet delights as 
milk shakes, bowi$ of cherr- 
ies ar>d cups of tea; should 
you be fairly well stodced 
with energy (a fact which 




indicated by.fl barcode at the 
top of the screen) you can 
always pick up a snack and 
eat it fater. 

As well as fiood there are a 
few other objects that you 
will need in order to penetT' 
ate the ma^es and these ind- 
ude tins of ant spray, keys, 
extra lives and a parachute. 
All these are essential for 
dftaling with or>e situation or 
another, but you are only 
ath>wed to carry one ob^ 
at 3 time, so you can imagine 
your despair as you fall the 
1000 feet to the Undenworld 
when you remember that 
you swapped your para- 
chute for a E>ag or money. 

Finding you way out of ttie 
maies is one thing, fletting 
past all the navies m there is 
another. Your first encounter 
will be with the black or blue 
ants — fairly timid creatures 
these, if you stay out of their 
way they won't harm you, 
collide with them and you 
lose energy which may be 
fata!. The white ants are a lot 
more unpleasant as they witl 
chase you and any encxHint- 
er neartyalways ends badly 
for you. The only way of gel- 



1^ 
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Alien Spaceships (O.K, so wliat's new!) A'n'F have updated Cylon Attack 

(a very sought after game) so popular that A'n' F had great difficulties to improve the 

game, but they have done it. Cy'on Attack is now in isometric 

perspective. Imagine playing new Cylon Attack in 

isometric perspective {3D). £5.75 

NEW FOR SPECTRUM , , ,. , ^ j^^ ^».» /g^ 



ANOTHER RIVETING GAME 
FROMAVF 

SPECTRUM 4ak— Other games available: 
Chuckle EQg—C6.flQ, Alpha-Beth CS.7S 



(ftiis/teded? 




AtF Software, UnH 8, 
Canal Side Industrial Estals, 
Woodbine Street East Rochdale 0L16 
Telephone: Rochdaie ^lllt 
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THE EASIEST 
WAY 



BUYING 
SPECTRUM 
SOFTWARE 
YOU WILL 
FIND! 

Ait you nave to do is fill in the form otjiuw ana 



rMjrf«l«Ml««M«¥»tT«llMfI.'f .Ji^H*rT«tl«l 



it off We ititl off*r m fREEPC-'^ord'-nn<r '.rrvf- 
but pl(>ase remember that \i 

: ionger to reach u$ than ordinar 
jiQ-ix. Kyou would prefer a speedier dtrMvcry «.r>cn 
we rercimmpnd vou use a stamp . Orders 

r dass stamp will be 
de- lin 24 hours by first class post 

ANY OF THE SOFTWARE 
REVIEWED IN THIS ISSUE* OF 

CRASH MAGAZINE MAY BE 

ORDERED BY MAIL USING THE 

FORM BELOW. 



CRASH MICRO GAMES ACTION ORDERFORM 

T*l*|^h«iH Lvdiow (4SI4). $410. 
Ple;i»* jend m« tht followmg titles: Block ca^iatt pl«]»! 



Title 



L 



PVodiK«r 



M pricM tn li i(uq>it4] unricf revm* 
hr i4iin [I, ind ■■« ludr VAT Cruh HKro 
Oarn^i Action mikf n^-chvp for p4mt|,« 
jriHJ piekMf* CiHlOiTifrt in Ctirepe 
ihovi^ tda iap p«f 4t* tn for (Krtt trui 
pick nj Ou tildi EitTDfH. til(u« wnt V IVnt 



nail* nuk t c lieq uii or 
■CRASH MICRO Ftcm 
S(«4tin| 'CN'^im or 



Sub Total: C 
Less Ditcoynt £ 



Amount 



Nam«. ... 






















Subscriber N<i, 
if applicttbl« 








r ' 









Address. 



hjstcad* 



SPECIAL DISCOUNTS 



£1 
SOP 



Off AH* OfiOfcR WOfiT* 
WOflE THAN C30 



Of F AMV OflD! 

wofiE Than Cto 



Sorry - only ONE wouctief p*r order I 



CRASH MICRO, FREEPOST (no Stomp retjmrcd), LUDLOW, SHROPSHIRE 5Y8 IBR 
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tir>g past them successfully is 
to use the ant spray. Other 
creatures generatly have the 
same effect as the coloured 
ants, all except for the spider, 
a wonderftilly animated 
creature but very deadly. 
Death itself is followed by a 

Siickie funeral conducted on 
e spot- Should you have 
any lives left, resumption is 
from the same spot. 

Wriggfer takes place 
across 2&6 playing screens 
as you fight for survival in 
the Maggot Marathon to end 
them all, with the final object 
being to reach the planet sur- 
face. Points are awarded for 
picking up objects and eating 
food. When your energy 
level reaches a critical point 
on the bar at the top, the 
computer emits anxious 
beeps to remind you. 



cmriciSM 



• 'This is Romantic Robot's 
first excursion into the 
games world , and if all their 
games are up to this stand- 
ard they could soon be 
amongst the top software 
houses. Wrigg/er is a totally 
onginal game, I certainly 
can't think of another where 
you control a maggot any- 
way! The graphics are good 
and the animation of some of 
tfie creatures is excellent, 
have a look at the spider, 
Sound and colour are both 
used welL Wr/ggier is a fun 
game to play and offep 
hours of enjoyment to all, in 
fact of the games I've seen 
recently, this is one of the 
most enjoyable I've played. 
Overall, a very good game 
virarth buying.' 

• "Wriggler is Bn originat 
game which has some very 
neat graphics and it is k'ery 
(Afferent from ar^y thing I 
have seen before, except 
perhaps Antics which it 
siightfy resembles at ffrst To 
be able to combine arcade 
features so wefl with adven- 
ture aspects and throw in a 
dash of strategy is an except- 
ionat idea and afthough it 
f}3s been done before, it 
seems to work espaciaf/y 
wefi with this garnet Colour 
has been put to good use 
tf}roughout and does add 
that Tivety Bfement that so 
many games miss out these 
days. Animation is very good 
too and t especiafiy like the 
way the huge spider creeps 
forward ready to pounce, 
and the way 'you' wnggfe 
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COMMEf^S 



Control keys: Q/W or 0/P 
left /right. KM or Q/A up/ 
down, L,M,T or zero lo pick 
up drop, alternativeliy 
QWERT or the cursors 
Joystick: Sinclair 2, 
Kempston, cursor tvpe, 
Micro Power add-on 
Keyboard play: responsive 
Use of colour: excellent 
Graphics: lively, well drawn, 
superbly animated and 
smooth 

Sound: good tunes, reason- 
able spot effects 
Skill levels: 1 
Lives: 4 with possibility of 
finding extra ones 
Screens: over 260 
General rating: a different, 
lively and absorbing majte 
game which everyone found 
more addictive than they 
first thought, 

Use of computer 8S% 

Graphics 90% 

i Playabiirty 91% 

Getting started 7&% 

Addictive qualities 86% 

Value for monev 39% 

Overall 90% 



about this huge niqhtmam of 
a maie (welf aren t ait mazes 
nightmares} P i think this 
game presents quite a task 
and whether it wiU keep your 
interest really depends on 
what the other mazes have to 
offer — it's difficult enough 
thatt have yet to escape from 
the Garden, Sound isn't too 
bad either, with some nice 
tunes. STOP PRESS — I'm in 
Hell now* f 

• 'J must confess that my 
first impression of Wriggler 
was not a good one. I 
thought it was going to be 
rather dull . I was very wrong, 
The feature that attracted me 
the most, apart from the 
graphics and animation, was 
now the different elements, 
maze, arcade and adventure, 
combined to make this an 
absorbing game. The graph- 
ics, animation and choice of 
colour are supertj, helping to 
make the display clear and 
uncluttered. At first I thought 
the movement was rather 
slow but when the action 
starts it's best to have your 
wellies warmed and ready, 
your thinking cap on and 
your ant spray armed. Wrig- 
gler is very hard io win but 
the graphics alone make the 
challenge worth surmount- 
\f^^.\ never thought I woutd 
enjoy spending so much 
time as a maggot.' 
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THE 

TAPE BACKUP 

DEVICE 

Vet, after spectacutar success on 
the CBM 64 Avid by put>lic 
dem^irxt. Dcublef is; immv ■voII'- 
jibl« for the Spearum Includes 
h a rdwarw mnA l o ftw af , Th(S 
am<azlng d^vitt S\ow^ you 
to make backup coptes of 
v^ftwarr with all npvt vf 
liMders irrespective of length or 
%p[><>f! Xp\x% have prcjved 1IHI% 
xucceuful Requires access to 
two cassette cJecks ?he speciat 
software generates a brand 
new fiwchlfw copy on to one 
deck while loading from the 
ot^r Fatt WMl rvltatil* They 
said it couldn't t>e dooe 
ONLV 112.95 

PATENT APPlltO fOft 

AW pTKes include VAT 
Ft%t & fxkmg. Owques, F*0, 
Of pfxme your Card NtfiiDer to 



MtCRO CENTRE 

BtttDGE STREET, E VESKAIVI 

WOFtCESTERSHI(7£ 

T«l:0J86 49b41 

Alio (iwjill^bir from 

1156 ntRSHORE ROAD 

COTTiniDGE. BirfMINGHAIVI 

TeltOll «Sa45&4 
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A DAY IN THE LIFE 



producer: Micromega 
Memory required; 4fiK 
Retail price: £S,95 
Language: machine coite 



We havq had to wait quite s 
while now for a Micromega 
release, and A Day in the Life 
represents something of a 
departure for the company- 
There must be a finite limit to 
th6 dflvelo p me nts a Software 
house can make in games 
technology, given a panic- 
utar machine, and Micro- 
mega have certainly ^one a 
long way. Now with this new 
game there seems to be a 
:Sense of looking back, for A 
Day in the Life is not a super 
3D advance, but actually a 
mixed oollect-and-run game. 
You play a very familiar 
character, no less than Clive 
Sinclair — definitely plain 
Clive, because the object of 
the game is to keep him alive 
long eriough to get to the 

Silooe to be knighted by the 
ueen. The action takes 
place over 13 screens of 
varied action. As it i$ d day irt 
the life, the game starts out 
with Give getting out of bed. 
Throughout the game you 
have to cotlect one object to 
make a second appear, and 
when that has been collected 
you can exit the screen. Or^ 
the first jl is a coat, then the 
door key. The screens are 
laid out in such a May that a 
circuitous route is forced 
upon you, while objects or 
people get in your way or kill 
you off. 

After a screen or two you 
may notice that in some res- 
peels this game does have a 
oevelopmBnt in it — it is a 
frtory told in pictures. Once 
out of the house Clive has to 
visit a couple of shops^ before 
ooir>g to the station to visit 
the Autobank, go back to 
collect his forgotten umbrel- 
la, then dash onto the a^ 
ready leaving train. The train 
takes him to another station 
which is dangerously 
crowded to visit another 
Shop to buy a copy of the 
Financial Times and back to 
the train before it leaves the 
station. Each screen has its 
own time limit, in the case of 
the last two (t is the slowty 
departing train — will you 
make it in time? The train dis- 
embarlts at a London station, 
not far from the Under- 
ground, but first there is the 
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busy bar to visit, the bank 
and fast food joint before 
dashing for the Tube to the 
Palace. 

The movir^ objects on 
each screer> are so arranged 
to move in patterns, bourw* 
irjg off each other in unpred- 
ictable ways lo make life 
harder. Quite often it takes a 
few moments to suss out 
actually how to move about 
the screen. Should you surv- 
ive to the Palace you will be 
rewarded with a lowering of 
the royal sword and a knight- 
hood 



CRfTICISm 



# 'I admit to a softspot for 
Micromega after giving us 
wonderful ganws t»Ke De&tfy 
chase, fi/if ThroWe, Code 
Name Mat and others, so 
you can imagine my sense of 
letdown when I loaded Day 
in the Life and saw what 
looked like rather old fash- 
ioned, even borirtg graphira, 
and found that the game was 
incredibly simple in play. 
What had happened?! On 
screen one 1 felt likescream- 
ir>9— the movement of Clive 
is very finicky and you have 
to positior) him precisely. Old 
fashioned and frustrating, I 
thought. But the strange 
thing is that after playing for 
about half an hour the 
damned thing began to grow 
on me — and not Just tw- 
cause of Micromega. Act- 
ually, Day in the Lffe turns 
out to be an amusing, dif- 
ficult and strangely artraciive 
game. Attractive in the sense 
mat the graphics are very un- 
usual, wet I drawn and 
although not massively 
animated, there is a lot of 
detail in them. 'You', Cflve, 
are just the well known, 
bearded face — very charac- 
terful in fact. Weil t can't in ait 
honesty say that this is the 
follow up from Micromega to 
all those other titles t listed 
before, but it is still a dif- 
ferent and Interesting game 
which requires some 
patience at first and a deal of 
timing skill ta get through.' 

• Vr's unusual for Micro- 
mega to put out B game fike 
this, they usually deal with 
hi-tech space age g^mes. But 
then again, /suppose you've 
got to part from the theme at 
some point At first glance at 
this game it looks very 
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boring to play and unattract- 
ive, flaying the game reveal 
a few more items — quite a 
few things to do to keep you 
busy, but noting terribly 
exctting. After playing the 
game for about an hour I 
became quite bored with it 
Moving Cfive about is a very 
fiddly fob and you need to be 
precisely positioned to get 
into the gaps, which does 
become frustrating when 
yau constantly fose lives. 
The grapfiics move very 
smoothly at varying speeds, 
they are well detailed and 
quite colourful, but don't 
seem to add much to the 
game. Continuous (if you 
can call it that) music varies 
in speed depending on how 
many characters are on 
screen — not very good 
programming. To sum this 
game up it is definitety not 
up to Micromega's high 
standards, and although I 
found it quite playable I 
would not recommend it — / 
have come to expect more of 
Micromega. ' 

• 'NormaTfy Micromega 
games are a joy to play but 
AD ay m the Lite doesn't rate 
as well as their other games. 
The graphics are poor and 
not a patch on the graphics 
used in Full Throttie. Sound 
is all right but nothing to 
shout about. The game isn't 
playable and certainly not 
adcJictive This is really a big 
dissapointment coming 
from Micromega and I hope 
they never refease an other 
game like this!!' 



COAfMEAfTS 



Control keiym: user- 
definable, four directions 
needed 

Joystick: Kempston, Sinclair 
2, Cu rsor type 
Keyt>OArd play: responsive, 
but finicky in movment 
Use of colour: good, bright 
colours on a generally white 
ground 
Graphic; above average 



Sound: continuous but jerky 

beep music 

Skill leveU: 1 

Lives: 5 

Screens: 13 

General rating: slightly 

mtxed fee I i ngs, but gene ral ly 

felt to be above average. 

Use of computer 85% 

Graphics 69% 

PlayabiittY 50% 

Getting started 75% 

Addictive qualities 51% 

Value for mcMiey 52% 

Overall 59% 



CON- 
NECT 4 

Producer: Atlantis 
Memory required: 4SK 
Retail price: £1.99 

Connect 4 is simply a comp- 
uter version of the well 
krK>wn plastic wall divider 
with holes around which the 
family crowd all screaming 
in unison as or^e player's 
counters complete a line of 
four. The package states that 
'Connect 4 is a board game 
for 2 players or for one player 
against the computer, When 
playing against the comp- 
uter there are four levels of 
difficulty. . . .' When you load 
the program the opening 
screen tells a different story 
in so much as the only option 
Is to play the computer, 
which Is not really an option 
at all. After you have 
digested the 3 lines of instr^ 
uctions you are invited to 
press any key whereupon 
the display shows a blue 
board with black holes, 
numbered one to seven 
along the bottom. The 
prompts appear under the 
ooara in a yellow border, the 
first one asks for a difficulty 
level, again this is at vsriar^ie 
with the cassette case as you 
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are onlv offered a choice ol 1 
to 3. The next choice ts 
whether you would iike to 
play first or second, having 
made that decision you can 
begin to play the game. IF 
you select the computer to 
ptay Hrst you wit) s<ee a green 
counter drop past at I of the 
other holes accompanied by 
some rather elaborate 
noises. Your turn; answer 
the prompt with a number 
that corresponds to ^the 
column of your choice and a 
white counter will fall into 
place. The computer 
responds with the witty 
message 'I'm ttiinking , , .' 
the length of lime the m^- 
sage remains witi deperKJ on 
the level of play you have 
chosen but that can be as 
long as ten seconds. 

Ttie object of the game is 
to be first in getting a straight 
line of four counters vertical- 
ly, horizontall^y or diagonally, 
and of course trying to pre- 
vent the computer from 
doing do. If the computer 
wins it sirriply says so and 
pfsys a little jingle offering 
you a choice of another 
game. The routine is exactly 
the same if the player wifis, 
onty the message is differ- 
ent. 



CRITICISM 



• 'Et's nice to see a game that 
is qu^te popular beeing trans- 
lated onto the computer. The 
drawbacic to the convention- 
al game is that you need two 
people to play it, and how 
often do you find a partner 
when you want one? Well 
this game solves that 
problem as you play the 
cornputer, which is good at 
winning on the higher levels, 
but gives you a good chance 
on the lower levels. Graphic- 
ally <t could not be better, 
well after all, it is only col- 
oured countersi There are no 
difficult inputs, just one key 
press for each ^o, this 
enables younger chttdren to 
play the game without any 
hardship whatsoever. 1 must 



ssy that I enjoyed this game 
and at CI. 99 it's cheap 
enough to put away and col- 
lect dust between plays like 
the original, but it's much 
more compact in the cup- 
board!' 

• 'The package a$k$, *Wifi 
you be the first to CONNECT 
47' ye-K / was eveTY time, i 
discovered the best way to 
pfay this rather banai game 
was to adopt the liSAf 
tactics used during the Viet- 
nem War, drop as many 
bombs over as wide an area 
as you can and sooner or 
later you are bound to score. ' 

• 'It's a pity you can only 
play against the computer 
only because the inlay sug- 
gests two player? may fcght it 
out with each other, but on 
the other hand the advant- 
age of the compuler is that 
you can play on your own if 
you wish. I can't see Connect 
4 being big among the trad- 
(t*onal computer games 
ptayer, but for families with 
younger children it is ideal, 
simply and well implemen- 
ted, graphically unexciting 
but adequate — a stfaight- 
forward game at a sensible 
price,' 



COmMBNTS 



Control keys: rtumeric input 

1 — 7 

Joystkk: not necessary 

Keyboard play: simple, 

although thinking time can 

be slow 

Use of colour; yellow, white 

and green 

Graphics: hardty applicable 

Sour>d: just a few beeps 

Skill levels: 3 

General rating: at the prtce a 

worthy, simple family game. 

Use of computer N/A 

Graphics N/A 

Playabilrty 74% 
Getting stdrted4d% 

Addictive qualities 75% 

Value for money 80% 

I Overall 72% 



RAM 
MAKE MORE 

OF YOUR 
SPECTRUM 



JOYSTICK 
INTERFACE MKM 



Two great new add ons to txwst the power of your Spectrum 
(arid Spectrum Ptus). ~ 

The Ram Interface Mk II 
isKempstOn ^*^ 

compatible It lets ^ 
^u get the best f^ 

out of your (iction J y^ / 

games, with all j 
the best 
lOy sticks around 

even the * 

Quick shot It rapid 
tireioystichElectrffy 
your enemies, with real 
power and lightning l^st re3Ct*ons 
t at your fingertips 



Then there's our Spectrum Upgrade 
Kit Boost your 16K memory tO a 
tantastic 48K and ^ 

run all the latest 
superb act ran 
software, 




SPECTRUM 
UPGRADE KIT 



;;.raRi£SS. 

(Eloth Ram products are made to last And fully guaranteed.) 
Ge( some real action mto your Speclrurn Games today! 
Simpty return the coupon tielow to ftam Electrontcs (Fleet) 
Ltd.Dept, CM ,106 Fleet Road.Fieel, Hampshire GU138RA, 
Or call our credit card hot fine on _ 

02&14 25252, 
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STARSPHERE 



Producer: Eclipsd 
Software 

Memorv required: 48K 
Retail price: £6.35 
Author: JM Whrteman 

Like Astronomer. Stsrsphere 
is able to plot and draw a 
map as seen from one of the 
^ pre- selected city locations 
or from a chosen pos^itian et 
gny latitude and longitude, 
viewed at any time, While 
these maps are plotted much 
more quickly than those in 
Astronomer, they are rtot 
very detailed, but this may 
not t>e important if you 
Simply want to observe the 



pyij 



jincon&teil- 



aiions arvd the patterns that 
they form. Starsphere gives 
3 map o1 the entire night sky 
rather than through a 
window and this view can be 
rotatec) through \8 incre- 
n>ents to show how the pat- 
terns change with the pas 
sage of time- The decision is 
clear; is the loss of detail 
compensated for by this ef- 
fective rotating planetarium 
eHect? 

Srarsphffre cAf> plot 355 
stars in 4& constellations as 
opposed to Astronom&r's 
1090 stars in 79 constella- 
tions. Thcr program is very 
simple to use as all the opt- 
ions are menu-driven and 
the one touch system mafces 
the selection of options 
pleasant and quick. 



SPACE SCAN 

Producer: MacMilJan 
Memory required: 48K 
Retail price: £5,95 
Author: JM Ha rg reaves 

This is another pure educ- 
ational program. It will not 
Eroctuce star maps as such 
lit instead produces rather 
Simple maps to demonstrate 
the shape and position of 
any one of 15 constellations 
which can be viewed under 
option One, which produces 
a Slide show effect, The 
maps are annotated to nan^e 
the important stars and to 
demonstrate how they form 
patterns- After the constel- 
lation has been plotted you 
are asked if you require any 
further information; answer 
V and the lines of text appear 
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at the bottom of the screen. 
Should the text refer to par 
(icular stars, then they will 
flash to make their position 
known, foil owed by an inter- 
esting fact or two, eg *if 
Betel geuse occupies the 
position of our sun, then it 
would reach beyond the 
orbit of earth and Mars', 

Option three gives acce&s 
to a menu of 7B stars. Each 
one has a page showing 
which constellatton it is in. 
the type of star it ts and its 
distance in light years from 
the Sun, Jf any technical 
terms are used in the descr- 
iption you will find a cross 
reference to the glossary 
section accessed by Option 
Five. This option only holds 
ex pta nations for ten tach^ 
nical names, but the explan- 
ations are useful. 

Option Four accesses a 
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quu lo test your knowledge 
on Constellations and stars. 
The questions are not as 
searchir^g as those in Star- 
^Aii^r. The graphics and writ- 
ing have (seen designed to 
aid viewing, the colours 
chosen greatly enhance the 
clarity. Tne method of menu 
selection can be a little 
clumsy, again the program- 
mers have not used the one 



touch system throujihijiu 
and performing the same 
function on different pages, 
such as returning to the 
menu, will require different 
Jcey presses depending on 
the mode you are in, this can 
make the pacitage slightly 
more confusir>g to use. On 
the whole a useful package 
for getting the basics across 
to an audience. 





THE SOLAR SYSTEM 



Producer; Eaglesoft 
MemorY re(|uiim): 4dK 

Retail price? €3.50 
Author: D Mainpriz© 



As the title suggests this 
program deats only with our 
own Solar System, which it 
defines on the first page to 
'include all objjects captured 
by the gravity of our Sun.' 
The first page of the program 
presents a menu listing the 
first eleven options which 
are allocated to the Sun and 
the planets. 

Select any of those options 
and you will be given one or 
two pages on th^t topic. The 
information is very compres- 
sed and it is best described 
as a beginners' basic guide, 
at which level the informat- 
ion is interesting The teKt is 
combined with diagrams 
that, in the case of the Sun 
show its structure, or for the 
planets their position and 
size in relation to the earth ,^ 
The information given with 
(he planet te>ft includes the 
diameter, orbit and rotation 



periods, moons and distance 
from the Sun. The other inf- 
ormation that can be called 
up includes a diagram show- 
ing all of the planets in their 
relative positions, and basic 
information on asteroids and 
comets. This package does 
deal with the constellations, 
but only with ten of them end 
all it really does is to map 
them out in isolation to show 
the prime star in each case. 

One final option is the 
seemingly obtigatory quiz 
but realty I feel that this prog- 
ram is nearer a pure educ- 
ational package, so the qui; 
IS essentia I - 

The layout of the program 
is neat though unspect- 
acular. The menu system 
was crude as the user has to 
enter a number and then 
press ENTER, a system that 
ts at variance with that used 
by the other packages and is 
prone to errors, small point, 
perhaps, but in an education- 
al environment these pack- 
ages have to be idiot resist- 
ant- 
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Outperforms any Spedrum interface 



The inque Turtx) nt^iaoe from Ram 0ves ^ij al these 
features - and more - ir» one If* 

^ A variety of interfaces iti:lucingR)omc3ilhdge,^ 
far standad K^ystcte, PLUS tul e^tpanson at («ar, 

# Coripattle with KmipslDri,Rt]tehard Interfaced 
t V\ibrtG with latest Qubdut I rapk^ll^iovstcksar^ 

# Choice of Rbmca'^iflge. tape cassette crMbDcllve software. 
^ W[v^Mth\rtrtualyal|ay^}ck<ornp3tible software. 

# Irstant program badrigMth cartridge software. 

^ BuM-Jn power saiEfty device -unque to F^mTurba 

4c Ri one year gjarantea 

41 ^TwnedateavadabWty-ofdaswiibe 
de^ched withr 24 hours upon receipt 
of postal onl^s or cretft card detais 
(cheqMes - se>yien days). 

So dont wait around lt%avalabte 
from Boote, Menzies. Gieens. Spectrum 



Group horne corrputer certres and algDOd oonisuter shops e\«ry^M^ 
Or sirrpty complete the coLipon bebw and send A Id US today. 
femEJectrones (Fleet) Ltd, Dept CM , J06 Fleet Road. Fleet 
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Or cal our credit c^ tiot kne on 02SM 25252. 



I 



Reasetendnne 



Spectrum Ifftn tnterlaoe^ at£2295 
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Cras*]3acK 



Among recent letters we have received there 
has been an indication that CRASH BACK 
was more popular than we thought. So here 
we go again this time with BEN STONE and 
ROBIN CANDY taking a look back at the good 
games from Issues 5 and 6 to see If the 
reviews and the games stand the test of time. 



Psytron 

(Beyond} 

Psytron was Beyond' s firBt 
hit for the Spectrum, after a 
tess than au^idous start 
with Spsce Station Zebra (re- 
viewed issue 4). tt was hailed 
by Beyond ss 'A program 
vvtiich makes ottier prog- 
rammers gasp' this may 
have not been so task Simofi 
B ratted from Design Design) 
but aU who laid eyes upon it 
thought it was great. Except 
maybe a couple of conrved 
reviewers wh<j have boon 
&ir\ng to get their own back. 

• As a resutt of reading the 
CRASH review (which I had 
no part in writing) I promptly 
went out ar>d bought the 
damned thing. As soon as I 
opened the huge box I wish- 
ed I hadn't, a twenty page 
booklet lay there waiting to 
be read and understood. On 
Inlaying PsYtran for the first 
time I found it slow and a bit 
monotonous- 8 months later 
my view of the game hasn't 
really changed. More a case 
of nice graphics shame 
Bfbout the game. 
BS 
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• / remember tuytng this 
game and thinkmg ft fooked 
tWfffic. but on hading the 
game and playing it for a few 
goes f found it totally and ut- 
tarfy boring. True tha graph- 
ics were Brit!, but graphics 
maketh not a gama. Sound 
was used well and the sp98d 
with which tha 70 panoramic 
views appeared was marvel- 
lous but I couldn't help feei- 
tng thai there was something 






Blade Alley 

(P.S.S.) 

Blade Alley is a 3D shoot em 
up a ^rt of 'Buck Rogers' 
game. The object of the 
game is basically to stKwt 
anything that moves and «f it 
doesn't move shoot it any- 
way. Strangefy enough, 
though, despite it getting a 

Sood rating in the review it 
as never been very popular 
on the hotline which is nonn- 
aily a reflection of how good 
a game is 

• I didn't see Blade Alley 
when it was first released 
Iwe weren't CRASH review- 
ers at that timie) but looking 
at it now I've decided that ) 



missing, maybe it was the 
tact that the game started off 
pretty boring and it took 
quite a whife to work up to 
tha more exciting levels. 
Overall I thought Psytron 
was pretty looking but there 
wasn't enough action going 
on straight away. 
RC 

IBen} I wouldn't change the 
'Use of computer' rattng or 
the 'Graphics' rating. But as 
for 'Ptayability' I would 
knock that down to about 7^ 
ish as it got very monoton- 
ous after level 2. 'Getting 
started' would be altered to 
about 70 because the booklet 
takes some getting into and 
you have to play each level 5 
limes before you can prog- 
ress to the next. 'Addictive 
qualities' wouldn't really be 
altered much only at>out 3 to 
4 per cent knocked off and 
the 'Value for money' rating 
would be somewhere 
arourkd the 75 mark. 

(Rob) Most of the ratings still 
stand but I would certainly 
aher the 'Playability' to 
about 68 and the 'Addictive 
qualities' right down to 
about 57 otherwise the re^ 
are okay. 
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don't realty fike it. I think it's 
got something to do with the 
annoying tune and the key- 
board layout that seems to 
have your hands tied up in 
knots. The 3D effect is quite 
good but it's not a patch on 
the newer 3D games like 
Staestrike, Daricstar%Xc> 



ZigZag 

(DKTronicsJ 

Zig Zag has been DKTronics' 
biggest hit so far but they've 
got some more games in the 
pipeline. The object of the 
game h to wander around 
the maze hunting for these 
poor innocent little creatures 
called Scarabaqs (I know it's 
a stupid name but I'm sure 
there is a peffectty logical 
explanation for itl. Once 

tiou've found one of these 
(ttlethingies then you've got 
to trap it in a turner and in- 
terrogate them to get part of 
a code (o proceed to higher 
levels in the game, tf you are 
near a Scarabaq then art trKl- 
icator flashes or Jf you've got 
8 Currah Micro&peech 
attached you 9w told v^rbai- 

ai. On later levels Hover- 
roids pop out of alley ways 
and snoot at yoif which 
drains your energy but you 
can destroy thenn just by 
shooting an interrogator at 
them. 

• Zig Zag was one of those 
games that has very n fee 3D 
graphics but wasn't terribly 
playabte or addictive. After a 
few games Td just about 
compTeted it arxl I was bec- 
oming increasingly bored 
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with the whole thing. The 
constant drone of the Vect- 
rakker (the backpack that 
houses all of your interrog- 
ating ar%d navigation equip- 
mienlj got hght up my nose 
and on top of that i only saw 
one Hoverdroid, 
BS 

Zig Zag was a very pi&yBbh 
game (hough there wasn't 
much going on. The graphics 
were ^reat with the 3D majre 
scrothng wonderfuify and 
the little Scarabaqs were so 
cuta, i especiaify Sikad tha 
wsy their ^yes popped out 
when you zapped them for a 
second vme. The iti^B of the 
game is so simple that you 
carj get into it on your first go 
without much toother, 
though t think i( wouldn't 
take long for an average 
games player to complete it 



or very nearly complete it 
Sound and colour are both 
used well ando vera d i think I 
still like it Zio Zag is a very 
good game for people who 
aren't too good at games in 
general or for beginners who 
want start off with some- 
thing that isn't too complex. 
Overall I think I Zig Zag is a 
great game and could keep 
you up until the earfy hours 
of the morning chasing those 
lively Scarai>aqs 
RC 

( Be n ) 1 wou Id Chan g e most of 
the ratings. 'Use of comp- 
uter' down 12% to 73, 



'Graphics' dovwi !0% be- 
cause there is no variation in 
them, it's always the same 
view. Both the 'Playability' 
arid 'Addictive qyaEitie^' 
would suffer because i lost 
interest in a vefy short time 
and I found it a btt boring |ust 
chasing Scarabaqs all the 
vtrfiile 

(Rob} I don't think I would 
charvge many of the ratings 
because I think it's one of the 
best 3D maie games arouml. 
The 'Graphics' would go 
down by say about 5% but 
the 'Playability' would go up 
by about the same. All the 
other ratmgs still stand 



m 



Antics 

(Bug Byte) 

Antics as all good bees know 
is the s«quel to The Birds and 
the Bees jwhtch Matthew 
Smith did the graptiics for). 
The basic aim of the game is 
to mscue Boris Bee {star of 
TBAT6) from an ants nest in 



whidh t^e has been impris^ 
oned. As Boris's cousin Barn- 
abee you must penetrate the 
lower depths of the nest and 
rescue him and bring him 
back to the surbce. Inhabit- 
ing the nast are beetles arvd 
ants (naturally) which steal 
poiJen and stamina from 
you, if you don't have any 
stamina or pollen left ttien 
Barntabee dies. Both poUen 



• Of all the early 3D games I 
think that Blacle Alley w$s 
the best Though I don t think 
it would rate highly nowa- 
days for its time tt was marv- 
ellous, Th9 gfaptifcs white 
good area trme boring when 
compared with the likes of 
Knightlore ant/Starstrike but 
they worked; better to have 
simple 30 graphics with few 
attribute problems than 
pretty things which just end 
op as a flashing blob at one 
end at the screen. The sound 
was quite good and with the 
addition of the Currah Micro- 
speech the sound was even 
better. The hardest thing to 
do on Blade Alley was lining 
your ship up w/tn the enem- 
ies to shoot them but after 
you mastered th/s there 
wasn't a lot to tha game, I 



quite liked Blade Alley but 

It's very dated now, 

HC 

{Benk) I would lower 'Use of 
computer' down to 70 be- 
cause the keys are so hard to 
use. 'Graphics' down to 
about 77 and 'Playability' 
down 6% to 80. Atl the other 
ratings I would take down 
about 10 to the early seven- 
ties or late sixties. 

(Rob) As i've said the game is 
a bit dated now so all the rat- 
ings except maybe 'Playabil- 
ity should go down by 10 to 
20%. 'Playability' ) would 
probably push up by a 
couple of percent to some- 
where around the 89 region 
because it is very playable 
for a while. 



ar>d stamina can t>e repla<^ed 
by visiting the various flow- 
ers that live in the nest. 

• Antics was a very good 

game with super graphics, 
rill sound, terribly addictive 
and very playabte. But now 8 
months fater J think it's lost 
aomeof its original appeal, tt 
gets very boring after a 
couple of garrws and the 
tune now drives me up the 
wall, though I do Ifke the hi- 
score table it even had 
Danger Mouse arnj Penfold 
in it. 
BS 

• H^ost people seem to 
have agreed with the review 
of Antics because it was In 
the Hotline cherts for so long. 
Looking at it now I'm not at 
all surprised the graphics are 
Still good and I mink If Antics 
was released now It would 
either be a Crash Smash or 
very near one, Sound is used 
well throughout the game 






n^mmam 







with a tune continuously 
playing. Antics ftas stood the 
test of time well and it will 
continue to do so for a very 
long time. Undoubtedly a 
classic. 
RC 

(Ben) I wouldn't reatly 
change the ratings much, 
nnaybe lower tha 'Piayabil' 
ity' and 'Addictive quaiities' 
down to e5-ish othenwise the 
rest still stand. 

(Rob} The ratings shouldn't 
really be changed at all itv^s 
a Crash Smash and deserv- 
edly so. 




Cras»tack 



Worse Things 
Happen 
At Sea 

(Si!v©rsoft) 

WTHAS was Sifversoft's first 
real big hrt and since then 
they haven't looked back. 
WTHAS has been pwpular in 
the Nollme and it's still pop- 
ular with a9i of the Crash re- 
viewers, Th« idea of the 
game couldn't really be 
simpler, just keep the ship 
afloat until vou arrive at your 
destination, On the later 
levels of the gome you must 
regutafly oil (he engine to 
stop it from blowing, while 
stilf repairing your ship and 
keeping it on course so yo^t 
get to your destination {quick- 
er. So as you can sea it geta 
quite hectic in there. At the 
top of the screen is a scann^ar 
to indicate your distance 
from the shore plus scanners 
for how much robot power 
you've got left lyou have to 
go back to the start chamber 
to get it back), how much 
wtter there is in the ship plus 
olhor details which are 
important to the running of 
the ship, 
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• WTHAS has stayed in the 
Hotline charts for a very long 
time. That muisl say so(7>e- 
thing about how good the 
game is and i really enjoyed 
pJayinp WTHAS its just so 
addictive and playabfe Per- 
haps after a couple of hours 
solid piaying I might become 
bored with it but I don't really 



see that happening to me. 
The graphics on WTHAS are 
really good and the game 
stiff rates a Crash Smash by 
today's standards which iust 
goes to show that WTHAS is 
a classic game. If you Haven't 
yet got WTHAS then get it 
now, it's too good to be 
missed. 
BS 

# WTHAS is stiff one of the 
best games availabte today. 
Everything sbout tJhe game 
is terrific; it's fun, it's addic- 
tive and it's fantastic value 
for money When f first saw 
some pictures of the game t 
thought it was going to be a 



bore five hours continuous 
playing proved me wrong. 
WTHAS is a manic game 
which is hard to categorise^ 
there isn't anything like it 
available. When you see pro- 
grams iike this you s oon reah 
tse why the Spectrunft is tfye 
best games mxhine on the 
markwL 
RC 



(Ben) I wouldn't quarrel wrth 
the ratings at &\\. it's as good 
now as it was then. 

(Rob) The ratings still stand 
today and WTHAS isn't the 
least bit dated. 



Maon Alert 

(Ocean} 

At the time when Moon Alert 
was released there were few 
aood 'Moon Buggy' games. 
Moon Alert was oy fat the 
best and oddly enough few 
'Moon 3uggy' games have 



been released sirwe — 
certainly nothing to rival 
Moon Alert. Almost every* 
one knows how to play 
'Moon Buggy' games (if yott 
don't — where have yo*j 
been for the pest couple of 
years?} so there is no point in 



goir>g over that all over 
again. 

• Several 'Moon Buggy' 
games were released at 
about the same time. 
Ocean's version was un- 
doubtedly the best and it's 
still a very good game by 
today's standards, It's just as 
addictive and playable as it 
was then and no one has bet- 
tered it since. 
B5 




• I've never been particular' 
fy fond of 'Moon Buggy" 
games but Moon Alert 
caught mv attention because 
it's a really good game. it*sa 
lot more addictive than any 
other game of its sort. The 
graphics are fine though 
your actual buggy is a btt fiic- 
hery. If you wvni a 'Moon 
Buggy' game Moon Alert is 
stiil the best one available 
and worth buying, 
RC 

(Ben) I wouldn't change any 
of the ratings. H anything I 
would put the 'Addictive 
quatities* up a few points. 
Moon Alert is another game 
that has stood the test of 
time well and I highty recom- 
mend it 

{Rob) The ratings on the 
whoFe are basically sound I 
would only fiddle with them 
slightly by pushing the 'Use 
of computer' up by 3 points 
and maybe lowering tfie 
'Addictive qualities' t>y a 
couple of points. Otherwise 
the review still stands. 




SPECTRUM 48K 
£8-90 



& 



commodore S\ 
£9-95 




ms^riTR BHmmmBRfDimmyof$<tPR m:m^€nm/6cms 




Cras^Wjc 



Stop 

The Express 

(Sinciatr/Hudson Soft) 

Stop The Express is aftortior 
gsfne that has a very simple 
idaa b«hind it which has 
been improved upon by add- 
ing good graphics and 
souna What you have to do 
is to g©t to the front of the 
train and Stop The Express 
which has been hiiscited by 
the infamous Redman. As 
the review stated the game is 
played as if it ware a scene 
out of a movie. First of all you 
must run across the roof of 
the train dodging obstacles 
such as knife-throwing Red- 
men and gaps between car- 
riages. Then after vou've got 
passed a certain number of 
carriages the scene switches 
to the inside of the train 
where you have to get to the 
front of the train and stop it. 

• i th i n k Stop r/re Express i s 
one of the nrost original 
games I have ever seen. It 
surprised me to see that it 
wasn't a Crash Smash and 
seein>0 how popular it has 
proved in the Hotline I'm 
even more surprised. Per- 
haps th i s was beca u se of the 




low Us© of Computer mark i! 
received as a result of all the 
keys there were to use. But 
after a few goes I found tess 
keys than stated could be 
used and the game played 
just as weti. it's still a good 
game and has Stood the test 
of time well. 
BS 

• Stop The Express was 
Qne OT the few g^rrtes that 
WBS untferrBted, 8y rights f 
think it should have been a 
Crash Smash. It's stiil fun to 
play and its popularity in the 
Hotline proves this. The 
graphics are good and the 
scroi/ing of the trsin and tele- 
graph poles is exceHetnt 






Stop Ttie Eitpress just goes 
to show how a simple idea 
implemented well c&n make 
a game as playable now as it 
was 8 months ago. 
RC 



(Ben) I think 'Use of Comp- 
uter' should go up to about 
75 because you can play 
using only 5 keys but as for 
the rest of the ratings they 
should stay as they are> 

(Rob) Most of the ratings still 
stand except for the ludic- 
rous 'Use of Computer* 
which should be about the 70 
mark. OthenArise the game 
hasn't lost any of it's original 
appeal. 



Sabre Wulf 

(Uftifnate) 

The review of Sabre Wulf 
only iust managed to get into 
issue 6 because we got it so 
lateifi the schedule but it was 
timed just right so we were 
one of the first magazines to 
review it. Also due to pofxilar 
demand a set of ratings will 
be published in this review 
as if the game had just come 
out today. Most people icnow 
how to ptay it, just find the 
four parts of the amulet and 
gel out only to find you've 
got to travel on to the Under- 
wurfde. The game is played 
m a 16 by 16 grid with 
various monsters materialis- 
ing from the ground. These 
can be kitled by using your 
trusty sabre while other 
creatures such as the hippos 
and warthogs are persuaded 
to change direction away 
from you by poiting them 
with your sabre. Only the 
Wulf which patrots the bot- 
tom half of the maze and the 
guardian that blocks your 
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way out (unless you have the 
four parts of the amulet of 
course) aren't affected by 
your sword, they kill on 
contact! I 

• Sabre Wuff it stMl one of 
the best games around, tt 
has very good graphics and 
is still as playable and addict- 
ive as anything else on the 
market at the moment, I 
don't think it tooks at all 
dated. When Sabre Wuff 
came out everyone said how 
much UkG Atic Atac it was but 
iust with different graphics, 
personalty I don't reatly see 
the resemblance, 

BS 

• Sabre Wult at the time it 
was released, caused a tit of 
controversy because of the 
new price and some people 
said ft was just Atic Atac over 
again. I agree aix>ut the price 
but comparing it to Atic Atac 
was unfair; if you say Salire 
Wulf and Atic Atac are the 
same except for graphics, 
you could argue that all plat- 
form games am the same 
and therefore it doesn 't mat- 



ter which one you buy, botes 
everybody knows they aren't 
all alike and equally text adv- 
entures aren*t the same just 
became they ail have text 
As to the game I think it 's still 
pretty good and certainly 
addictive and playable. Still 
worth buying, though a little 



Well here's the moment 
you've all been warting for— 
the ralir^gs. 



Use of Computer 90% 

Graphics 92% 

PlaYabilHy 91% 

Gettfrrg started 88% 

Addictive Qualities 95% 

Value for Money 83% 

Overatl 91% 
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Tir Na Nog- the land of youth, the other uvorfd. 

Tir Hi N69-the kingdom of the sidhe, the home of dagda's CHMrm. 

Tir N3 Nog -a vast and compIeK adventure, in a magical celtic landscapt. 

Tir Ka Nog -a most stunning visual CKperience, with stat^^ttie-art film 
animation. 

Tir Na Nog -a true computer movie. 



4BK ZX SPECTRUM 

CBMB4 

ALSO FROM GARGOYLE: 
THE STUNNING SPACE GAME, 
AD ASTRA - £5.95 

WINKER - Cft ASH RU0ER5' 
BIST (HOOT-IM-UP AWARD 



GARGOYLE GAMES, 74 KINCS STREET, DUDLEY, WEST MIDLANDS. TEL: DUDLEY 238777 



The second ever Leisure Electronics Trade (LET} was held at 
Olvmpia 17th to 19th February. There are quite a few 
personal views from people in this Issue, so we won't waste 
space Qn words, instead here are a few pictures largely taken 
while CRASH Editor Roger jhe cometh bearing giftsj Kean 
was handing oi/t ttie CRASH Readers' Awards to thoss 
software houses who were present (everyone except 
Uftimate in fact). 
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Leonardo, the qraphics 
package from Cre^ative 
Spaiicft fir^t announced 
November and the basis ot a 
Coitupetition vv6 ran in the 
Christmas issue will be 
appearing in the shops on 
1 1th March, Gordpn Reid, 
Creative Sparks' Product 
Manager assu/es us some 18 
functjoris have been added 
to the package in the interim: 
'U just kept on getting bigger 
thfQughout the final stages 
of development." savs 
Gordon. Anyone wanting to 
kf>ow how tiiey could 
pos^ibty enter the drawing 
compettiion will now be 
relieved to know that 
Creative Sparks will be 
running the whole thing 
again in conjunction with 
CRASH — so look out for tha 
details in the May issue. 

Meanwhile, the few 
people who still sent in 
ertiries for ihe Leonardo 
Competition before the 
closing date— 23tli March — 
will receive a complimrentary 
copy of Leonardo from 
Creative Sparks for showing 
willing, and they a^e 
welcome to re-enter, but this 
time they really will have to 
use Leonardo to create their 
enttries 

Other readers wondering 
who won whgt »n the other 
Christmas Issue 
eomp^titioni should dhech 
the results page at the end of 
the magai i ne whe re I )St$ a nd 
lists of r^ames appear. Sorry, 
but we have n't yet been able 
to make up our minds who 
will win the Ultimate and 
Hewson Consuttants map 
drawing competitions, there 
were so many brift entries. 
Next tsh, promise. 



INSURANCE 

A brokers Spectrum out of 
warranty can be a major 
problem, and you can insure 
against the risk of being 
lumbered with expensive 
repair bills ortcc the warranty 
has expired. Buying 
insurance can be aLit of a 
minefield ai times, and it's 
afways worth shoppmg 
around and e>tamining the 
smdIJ pnnt on policies as well 
as looking at the price. 

Speaking to a fady at the 
Domestic and General 
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Infuranca Co (01 -946 7777} it 

Sftems that you could insure 
your Spectrum, Of indeed 
any computer costing less 
than £150, against 
breakdown, Tire, theft and 
accidental damage for five 
years from dale of pufcfiasO 
fof £31.60. you would have 
to take out this insurance 
while you r computer wm 
&till under warranty, 
however, or very soon after 
the guarantee had expired. 

The Miicro Repair Club 
(0990 281 02). which has its 
registered office in 
Wokingham, but cy rrently 
uses the same address as 
Domestic and General's 
bead office on its press 
releases, can offer five years 
breakdown insurance on a 
home computer for £57 .96 
and you can join the scheme 
at any point in your 



madilne's tife, providing it is 
in good working order. 

It's a clear case of reading 
the srnaii print, taking a 
choice and paying your 
money one suFiposes. - - . 
Sadly, liV/?/c/iP Magazine 
published by the (fonsumers 
Association, hasn't looked 
into breakdown insurance 
for home computers, but 
their more general article on 
domestiic appliance 
insurance in their May 1984 
edition miqht be a good 
starting point if you are 
th linking of insuring your 
computer. 

Any letters on the subjiect 
horn readers, insurers or 
Spectrum repairers marked 
Insurance would be 
welcomed, and maybe we 
could pass on some 
information and 
experiences 



tEGEND HITBAC 




After the disappointment of Legend's The G/eat Space Race, 
you might expect Legend lo have developed a bit pf a 
complex, especially about hype/ John Peel, Legend's 
sveriighali, is unworried about such things — except that he 
wants no one to think that Legend only sens games through 
hype. But it turns ourthat they have developed a connplex, lis 
a new game called Kompfex and it should be on sale by the 
time this editton of CRASH htts the streets. 

To konfoundthe kritics Kornplex isn't being hyped Stall 
(yet, anyway}, in fact John Peel refused to say very much 
about the game beyond telling me that it is Legend's first ever 
arcade game, and that <t will be followed within a very few 
weeks by what he calls Komplex — The Editor. The Editor 
tape will contain all the usual gamut of cheats normatly 

fjathered peinfuliy by hackers all over the country, infinite 
tves, no morvsters, relocation of objects etc, etC-Maytie 
Legmd haven't lost their bottJe after all — at CRASH we've 
baen telling software houses for nriK^nths that the cheat' 
aspect of games has become almost as important to many 
paopla as the actual content, always given that the game is 
good enough to grab the attention in the first place, 

Anwway, there it is — Vafhaila, The Great Space ftdce and 
f>OW kompiex. Could John just squeere out one more word 
on it before giving up non-hype for Lent? '\\ is a fast action 
arcade game, but there isa long term mission /quest element 
where you, the player, are the nero. Tm not making any 
claims for the graphics until people have had a chatwa to 
judge for therr^elvea.' 

He was pe rsuaded to pass on one comnn ant from someona 
who had a chance to see the game, and that was that they 
reatiy liked it because it isn't a clone of anything— it's 
originaL At which poiint John Peel, fearing a bout of 
uncontrollablie hype comirtg on, signed on. Kompiex is fof 
the 48K Spectnj m, p riced £9.95. and we* 1 1 be reviewi ng it next 
month. ^^ 



SOFT AID made its debut 
appearance at the LET show. 
at the price of £4.SS rather 
than E2.99 as was expected 
when we wrote about the 
projiect in March Still a good 
deal, nevertheless - 

Artd the furry fellows at 
Gremlin Graph ks are also 
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doing their bit for the 
Computer trade Weekly/ 
Soft Aid Ethiopian Appeal 
wrth a specially 
commissioned children's 
adventure. TirwJerboK. All 
profit s w i 1 1 be do nated to the 
Ethiopian Appeal. 



INPUT 



DRAGON 
TORC OF 
AVALON 

Report and pictures by 
JOHN MINSON 
A history lesson. When the 
Romans left Britain the 
nation fell into darkness and 
fromthemistychaosofthis 
crucial era came myths.. ..of 
warlocks, shapeshifters and 
miohty heroes. 

With this background, the 
Museum of London made an 
at mosp he rica I Iv f i tt i ng 
setting for Hewson 
Consultams to launch 
Dragon tore ofAvalon, 
sequel to the CRASH Smash, 
Ava/on. High technology 
met artifacts from several 
thousand years of history, 
including some replica tores. 



thfs time in battte against 
Morag the Shapeshifter, 
Witch Queen of the North, 
who threatens Sritam with a 
reign of horror using the alt- 
powerful Dragoniorc, 

Hewson called the rirst 
game an 'Adventure>^ovie'. 
For Dragontorc, they've 
coined the phrase 'Sensory 
Animation' to refer to the 
fact that interaction between 
Maroe artd other characters 
depends on previous events, 
race etc. For example, elves 
are naturally timid ^ but win 
their confidence, and you 
can gather a small army, 

This sophistication brings 
Dragon tare even closer to 
traditonsi role playing 
games, so it comes as no 
surprise to find that Steve is 
a Dungeons and Dragons fan 
and that Maroc began life as 
3 0& D character. 




4uri'K>f Stdva Tiitrmr ttiQVrs th« jirass hitvk Id s|ui<I> Marac through 
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Tores? They're the twisted 
olden jewellery that the 
elts wore before charging 
into bloody battle — 
'wearing your weaith round 
your neck', is how 
Dragontorc author Steve 
Turner describes it, 

A lot of preliminary 
research went into the ganw, 
which Steve says is an 
extension of the reality of the 
time. As in Av3fon you 
command Ma roc the mage. 



GOING 
CHEAP 

'Budget software sells' is the 
less than amazing 
conclusion that software 
companiesafecomingto, 
Gtlsoft's Gold Collection of 
eight adventures is now on 
the market at £1,99, 
including Magic Casi/e, 



Unlike many text 
adventures the problems 
here have multiple solutions 
but that's more tike life, 
according to Steve, and it 
means that if you Ye not 
quick enough with the 
arcade elements you can 
firni some other way. 

March 28th is the day on 
which the mists of time roll 
back and once again Britain 
will fall into the Dark Ages. 



Mintf bender an<i Devil's 
Island. 

Beau Jolly is spending a 
quarter of a million pounds 
on TV ads for the launch of 
Megabits, which contains 
tan games on two cassettes 
for 1 19.95— and given that 
six out of the t^t ware 
CRASH Smashes in their 
day. the package is hardly a 
rip-off 
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Atlantis are continuing 
their range of budget tapes, 
with Nicotine Nightmare 
(reviewed this issue) and 
Se/fDestruct founding their 
new Aria mis Goid label, 
which will retail at £2.9$. The 
mam Atlarvtis label wilf, of 
coifrse continue to pro vide 
titles at £1.99 

And Artie's slashed the 
price of most of its Spectrum 
games to £1 .99, with the 
exception of Vlforfd Cup. and 
this includes the Artie 
adventures A — G 



OUT WTTH THE 

SHOPPING 

BAG 

Jokes at>out Argus Press 
Software's shopping list for 
oiher companies abounded 

at(heLETShow-thev'rf 
already bought Qui>chsilva 

bv that stage. 

At LET they stitched up a 
i jeal with Lothlorkin which 
titey now describe, quite 
naturally, as Britain s 
leading computer w^rgame 
company'. APS will now be 
handling the production and 
marketing of future 
Lothlorientittes And 
Quicksilva themselves have 
tiedupastrrfilardeal with 
Bug-Byte through which 
(heyVe gained the exclusive 
rights to" seven titles 
developed by Bug -Byte — 
for a sum which the modest 
fellows at Ou ickEiiwa feel 
ynable to disclose for sorne 
reason 

And Rod Cousens, 
Quicksilva's MD goes on 
record as say ir>g that 
Quicksilvfi intends to see 
considerable expansion in 
the fi<eld of publishing thiird 
party software tiiis year. 

Perhaps someone should 
Stan some budget software 
hou^stoo? 



CHUCK AN 
EGG TWO 

Exciting news from A 'n F 
wtioare about to hatch 
Chuckie Ego U. "Hiey've 
asked CRASH to be official 
scrutineers of the Grand 
Chuck!« Egy 11 NatJonal High 
Score Competition. 

There will be si;* regional 
lieats, one each held in 
Scotland, Wales, Ireland, 
North England, the Midiands 
and the South of England, 
and they wiil be Held during 
AugusL ^^ 



Entrants need to us© the 
save routine in the program 
to record their high score and 
sef>d it off with the tear-off 
part of the inlay card to enter 
their appropriate regional 
play on, which will be fought 
out between the top ^0 
scorers from each region. 

Regional winners pickup 
ClOOandaSitverEggtrophy, 
while runners upga^n t50 
sr^d a Silver Egglet. The 
dozen regional finalists ao 
forward to the National Final 
to be held in London, where 
the top prize will be C5O0 and 
the Golden Chuckie Egg,' the 
f unner up will take home th4 
Golden Eggiet and C250. 
while (he person in third 
place will walk off £150 
richer. 

Full details of the 
competiton aie to be found 
on the Chuckie Egg // 
cassette inlay. We couldn't 
see the game in time to 
review it for this issue, but 
we're promised that Chucl<te 
Egg fans won't be 
disappointed by the new 120 
screen arcede adventure 
starring Kenhouse Harry and 
the haywire chocolate egg 
factory, full review, next 
ts^e, 

BLOODAXED! 

Tim LangdsM of The Edge 

has been in tou:^ to say that 
some naughty dealers have 
been flogging off the sample 
copies 01 Brian Bloodaxeto 
unsuspecting punters, 'is 
there no end to the human 
potential for greed?' I hear 
you cry, 

Trouble is, these sample 
copies — clearly marked as 
such, and mailed nationwide 
to dealers— had been 
specially doctored to make 
sure no -onecouldget ahead 
start in the competition 
contained in rhegan^e. So a 
few people have already 
been in touch with The Edge 
in the belief that they've 
finished the game and are in 
line for the prize — only to 
find that they've been 
flogged one of the doctored 
copies and haven't 
completed the game. 

If you've got a copy of 
Brian Bfoodaxe that is, or 
lookslikeitwas marked 
'Sample', the best thing to 
do is take it back to the shop 

J'Ou bought it from and ask 
or a proper copy. 



Leonardo 

SIMPLY THE MOST 

ADVANCED SPECTRUM 

GRAPHICS PACKAGE. 



For programmers, artists, draughtsmen^ 

or just plain doodler^. 


Sp*ci<d Draw FvikHohi 


LMwdo 


CA.O. 


t>mii 


1 UPHVIM 










UMMidoriklltMO 




• 






GreU 


• • 1 


• 


Ar 








• 


Bk>*« 










mCdm 




• 






m 




• 


• 


9 


SGqliiaQfObj.ds 






• 




Pt)c*l scrolling ol window 
or flntirs tcr**n 






• 




M^H^M ^d^f^ 










ULD.G. cnOti«n 




• 


• 


• 


^Driwn Oeil^WmlT 










and eokwr aditinB. 




• 







Thi; laUc dcmonft rates the C«fnbUiti« of LF.ONARDO 
agattut ihr bul lelUnf eniflar paduign. LEONARDO'S 
faiili I irt do no4 tiop there however. In fwt over 50 conunandi 
are available makini; ihit ihc mosi ad^-ancrd and uurful 
graphics j»cltft|Dt jrrt pntdurrd for ihr SPF.fTBL'M -(SIL 

# Compalibic with luJ leading joi^'siidu. 

* Clear cioiniiiaTid» male LtONAStX) etiy to utc. 

• Complcir 'wiih a comprehensive 
30 page ifiAiictiDn muiuat. 





£9.95 



AvBllatHe troin All g^oodconputef wttwBPc StCtCKt'StS' 
Sond mfl : til* as ffrquired) 

LEONARDO TNDC3Q1 L93& 

'.'< •>♦> iix^i atocitisi'&ajMress 

! .i Vour full list of jiames 

Gnmif/ s St £9.iS each £ ; p 
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Cr«dtt card &ale3: UKbuyer^onfy RespOftSe wtthin 21 
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KamptNra, GUi4 T^F.^tefihaneL (0252) 51^364. 



Fiamboroug^ 



Narrw 



A(Klre«» 



I 



I f*J 



CRASH April 1985 59 



i 



YOUR PLANET NEEDS YOU! 



r^ 



Train to save Ciwilisation by 



Subscribing to 



Me«o a*Mt^ nLfijtt 



sop ^ffeMh Cfush Micto 




Postcode, 



I enclose £ 



CRASH 



(Subs), PO BOXia LUDLOW, SHROPSHIRE SYBI^^^^^^ 







from ROBIN CANDY 

NotguiKv! NotguiKv? It wasn't mv fault that the pokes 
publrshed last month for Underwurtde and Knight lore 
came out wrong— the Underwur Id© one waiS mtspriitt«d 
and tha Knight lore one ontv works with Interface 1. I've paid 
the consequences many times over (you krvow you start to 
hate phone calls when they all ask you the same questions — 
why don't yourpokes work?^ So there are proper versions of 
both routines published i nth is J$.sue which have beon tested. 
If yoii can't get them to work you're either doing something 
wrong or they might have been misprinted (which isn't my 
faultiy Well (I think I've only used that word once this month) 
teas of the Intro (they're really boring to write and read 
anyway) and on with the tips. 



147 BREAK 

>ent m by flobert 

one yot : -s 

you to ytji ci 1 4/ uiu'ds on 
Steve Davis Snookar, 

Select B one player game 
then pot a red and then ^ 
colour (ureferably the pink or 
biack), then press Cap% and 
R together and you can take 
ihe shot again Keep on 
doinq this unlrl you reach 
about 147 then pot ar>olher 
red to Tinrah the break. 



ANDROID 

These pokes are for infinite 
lives The person who sent 
them in forgot to include 
their name and address, 
sorry whoever you are! 

When the game has loaded 
and asks for Keyboard or 
Joystick options note down 
what ihey are then press 
CAPS and BREAK Now enter 
these three pokes as direct 
Commands: 

POKE 52243^4: POKE 
52250,32; POKE 53897.0 
Now enter CONTINUE plus 
ENTER. Make your selection 
(or keyboard or Joystick 
options (you won 'i be able to 
se« these, that's why you 
noted then down|. You 
sluould now have infinite 
Jives on this game. 



EVERYONE'S 
A WALLY 

I haven't had many tips in for 
this yet but it's still early 
days. So here are a coLfpSe of 
my own. 

To mend the fountain get 
the Monkey Nuts from the 
Bakers using Wilnrta. Youcan 
now enter the Zoo, take the 
Monkey wrench from the 
Zoo and drop it somewhere 
convenient. Now find Didt 



STARSTRIKE 

After my appeal for more tips 
for Starstrike a 'Star Wars' 
fanatic, Mr R Cope of Exeter 
was prompted to send in his 
findings on this excellent 
game. . * * 



Space: 

In space on levels on« and 
two only one ship tires at 
you at a time. Look at the 
screens very carefully, most 
of the ships fly in a circular 
path. The best way of killing 
a ship is to follow the same 

Eath, blastin,g the plasma 
olts and following through 
by finally blasting the alien 
ship. The instant you destroy 
a ship a noth*f fires at y o u, so 
keep on the move. On the 
higher levels more ships fire 
more often and some 
situations are impossibta to 
beat. If you momentarily 
clear the screen centre your 
gun marker because over a 
third of the ships appear 
from the centre. At the end 




the plumbef and go firvd the 
Plunger. Get the Monkey 
wrench and lake Dick to the 
fountain {making sure that 
he has got both the Wrench 
and the Plunger). Jump up 
on the fountain and jump at 
the statiie on top, this should 
mend H, Once the fountain 
has been nvendBd then get 
Wa4ly, the empty bucket and 
the sand. Take Wally to the 



of this screen on« or two 
ships spiral out and go 
behind you, move your 
cursor to the farlell or right 
and pick them off as they 
make their final pass, 
The Surface 

Here things get tough! t On 
level one it is best to u^ethe 
tip from fast month's playing 
tips. It also works if you 
move hard left or hard right 
this shows the incredible 
graphics at their best. Pick 
off the laser bunkers by 
diving on them and spraying 
an arc of fire, but don't hokS 
the fire button down too 
long I When you've got the 
towers things are a bit 
different. If you clear ell the 
tower tcqW youg at 5 0000 
points M^s plus what ever 
you get for hitting the tower 
tops. So It's worth using up 
some shields to get some 
OKtra points. After you have 
shot all the tower tops turn 

Sour attentions back to the 
unkers. 



fountain and the bucket 
should full up. Or>ce this is 
done take Wally to the 
cement mixer and pick up 
thecement, find the Trowel. 
With the Trowel and cement 
oo to the location with the 
bricks in it, walk passed (hem 
and the wall should be built. 
Does anyone know how to 
mend the gas pipe and the 
hook? 



The Trench 

This is where the main 
problems occur. Usually ttt* 
cursor self centres side to 
side, but up and down rt 
normally lies in one of three 
positions, top, middle or 
bottom. So it is possible to 
maintain your height and 
justconcentrateonyourside 
to side movements. In the 
later trenches H gets tough 
and a joystick t^ essential. 
Take a couple of games to 
learn how to get through 
certain catwalk formations. 
Don't move too violently, 
despite the collisiori 
detection routines it does 
take too much movement to 
get through thesjdetoside 
catwalks. 
The End 

First of all when the 
tactical appears let go of the 
joystick so your cursor self 
centres Then just move left 
to right to blow up the cubes 
and see one of the best 
graphical sequences ever. 
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BACK 
PACKERS 

T'lnse tips wore sltpped la us 

by 1 spy »n F.Tntnr:v Sohwaffl 
ami are lo l n 

conjunction vri«. i.ii^rnapin 
, this issue 

I 

Use of TNT 

TNT IS us«d to 9^10 accfi!»!> 
la keys That aredEagonafty 
befow thp hnck wort, when 
fsachin; i(?ncl. 

Ditfrr,.' sofTISfT 

4lues, the 
jUif 10 Lii-e uGpends upon 
i.h" thickJiess of fh^* fock Tf> 
ur;»' TNTyc 

Kilo fhocav;:^ .. •-■ '--- 
conipioiely off the lit t k 
work- Ttie surewi wiH thtin 
flash blue, you can then 
return to see H the value oi 
the TNT waScOiT€tCt 

Use ot Keys 
K01.1: flf o used to open 

orrect colour to 

u jt- 1 if ■ ^^-rndS on the CO^OUr Of 

the ground work in which the 
door Ues^. Thacotours am as 
follows: 

Blue- there are two blue 
keysoti' d herring 

Gree jys 

Yellow ^ve keys 

* 'jjof.nl ;». twci (teyS ionft is 

\f\ SQUiii cases you must 
hav« thft correct yeflow key 
to open a yellcw door. The 
keys do took diFferenI 

Use of Disks 

DJsfes are uswd tn nut into 
ll.fMi Miction in othai 

uneuf llieBrrQiA:> nyiii^up. 
This arrow points to the 
general direction of the exit/ 
entry key. 

Use of Crystals 

These are used to 
iransport Ziggy from one 
area of the majte to another, 
the colours areas follows: 

Maaenta 1 

Yeirow 1 

Bluel 

Green 1 

The Backpack status 
displays t hie turrent 
conditions of any creatures 
in the Bacicfiack. The status 
rhanges from fy>f mai 
ihrough 10 criiical when 
Ziggy has suffered niany hits • 
trom aliens in the caverns 
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MOlSiTY'S 
fAfWOCfiVr 

The amount of people that 
have f una up to ask if they 
were thefrsi to complete 
Monty is Innocent has been 
tremendous and it wasn't 
much longer before the tips 
came flooding in either, 5o 
here are some of the tips we 
received for Monty is 
innocent from Paul 
Slackbum of Newcastte- 
tipon-Tyne. 

Always have a gun, and rf 
po&*Jple a potion before 
opening a door This is 
b«e«u9ft whan you Find 
MtMVty in«ny more monsters 
will app«ar. 

After finding Monty leave 
the room where the cells are, 
then go down the tunnel. 
Kffep going left until you 
come to the ladder which 
goes up onto the gr^&s, go 
up this and you have rescued 
Monty, 

Using these methods I 
have rescued Monty in 2 
minutes ar>d 44 seconds. 



GIFT FROM 
THE GODS 

To kill the creatures move 
do^e to them and hacfc at 
them using the scything 
action. After a white you will 
hear a beep then thrust at the 
monster and it will 
disappear. When it 
disappears all of the illusions 
in the maze will disappear 
and only thetme Euclidean 
shapes witi be in the 
chamber!. Tihis only lasts For 
a short while. 

When you entarthe 
Guardian's chamber jutt 
drop an Euclidean shape and 
if it IS not an illusion it will 
appear on a tree, The 
moment you enter the 
Guardian s chamtjer your 
stamina is restored to 100. 
You can also replenish your 
energy by standing directly 
underneath the drips that fall 
from the roof in certain 
rooms^i 

Th^ffie tips are brought to 
you courtesy of Martifi John 
and Simon Randall of 
Hempstead, ^^^^^^^h. 



BOOTY 



Booty IS excel lent value for 

mri'ir'v a*; r^vprvhnrfy knows 

b re are 

retniy (vvu jjfT;.:»:i m one. 
Well thfS whet you have to 
do. 

IrKif^rt vourCiirfeh 
^l jch bef o I a loadtng 

li^L'.i \«jaQ Sooty ■ 
When ii has ioii'"f 
sound ampir im. 

EAR sock'-^ 

game to > >mode 

men press any kty Yoo wifl 
now become a diver 
;.wi mining underneath the 
f >oats and the idea of the 
*iamie is to colUriLi as many 
fjshc' Vh en your 

airgt.; . ^n swim lo 

the surface to get some 
more. 

When this tip first came in I 
thought it might be anottwr 
Lunar Jermart trailer bu I I've 
Checked it out and it worVs. H 
iwas stjpplied by Toby 
'Mariow of Desborough 



ALIEN 8 



AfienShas caused a stir with 
its graphics looking like 
Knight /.ore's but there still 
hasn't been a lack of people 

i^repared to give tips on it. 

he day after the game was 
released CRASH was 
inundated with callers 
offering maps for the game. 
There's a T-shirt for the first 
person to send in cheat 
routines (pokes etc.}. Any 
takers? 

These tips come from 



in certain rooms you will find 

a flashing object and some 
little men There are 24 of 
these rooms artd 1 32 of 
these men called 



[Mi HiMliTuH 



room you must find the 
obiect that is the SMne asthe 

one that is flashing (like the 
cauldron in Knight Lore) you 
then drop the object on top 
of the flashing one and you 
have activated the room, 
you can teH if you are 
successful because the room 
goes white You have to do 
this 24 times to complete the 
game. 



BRIAN 
BLOODAXE 

Brian Shodaxe is a bit harder 
than the average ptatform 
game and things can be 
done that you wouldn't think 
could be done. So Wally 
Week {yet another 
imposter?) of Liverpool has 
sent in a fetter detaifing just a 
few of the oddities of this 
intriguirng game from The 
Edge, 

tt is possible to get rid of 
ineanies by jumping at them 
from underneath so they are 
■piked on your helmet Take 
care doing this for if you miss 
you could lose a lot of 
energy. 

To f epienish energy pick 
up and drop repeatedly the 
giftsses ol lager found to the 
right of the pool table. 

If you have thre« objects 
you can make stair cases to 

Set to higher doors by 
ropping one object, 
standing on top of it moving 
slightly then dropping 
another and so on . This is 
particularly uselul in the 
room with the aeroplane. 



And now th« mtHtinnt you've »\\ 
b««n waiting tar. the first s«t of 
■ — *-mcoi6m%\otAheri S a« sent in 

[R WalkCiF of Birminy.K«m 
First type in this h«adtr; 

laPORN 3tH)00 TO 30028 

20 READ A : POKE N, A : NEXT N 

30 PRINT "START HECORDtNQ 

ANDPFlESSANyKEV' 

40 IF INKEVS ' THEN GqiO 

40 

50 RAMDOMIZE USA 30000 

60 DATA 22t, 33.60, t17, 17, 17. 

0, 17S,Z05. 194.4, ?01 

70 DATA 0, 65. 76. 73, 69, 78, 22 

32, 32. 32. 32. t41, 5. 0, 128. 36. 4 

RUN this and It should save to 
tape as a false h*ader. Now play 



haad«r than play tti« Aiien 8 
tape. When tKeOK rnessage 
apfi«ars enter the f ol lowing five 
pokes: 

POKE 24776, 120 
POKE 24777, 74 

POKE 24778, 1(^ 
POKE 24779, 82 
POKE 24780, t40 

Interface 1 owrtars thouM add 
5« IQ the poke addieiMa ag 
POKE 24776 - 58. 120 etc. Ooca 
a 1 1 this has b««fi do nq « nter 
GOTO resits rt the tape and the 
gamii should load a^ normal 
except for Inf mttfi Jiv«s. I've 
chiecked all t h i^ out 4 nd it vi^rHi 
peifaiTtly. so thank you Mr K R 




1st ever multi-role arcade adventure 

Includes Hit Single on reverse "Everyone's A Wally" performed by Mike Berry 
Spectrum 48K £9.95 
Commodore 64 £9.95 
Available shortly on Amstrad CPC 464 44 The Broadway, BraQknell, Berks. 0344 42T317 
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SINCLAIR SPECTRUM 

SPELLBOUND 

STARBIKE 

KOKOTONIWOLF 

THE PYRAMID 

HORACE GOES SKIING 

GILLfGANS GOLD 

ANT ATTACK 

3D TANK DUEL 

JACK & THE BEANSTALK 

SORCERY 




^^^ 






BEYOND 

THE EDGE 

ELITE 

FANTASY 

MELBOURNE HOUSE/PSION 

OCEAN 

QUICKSILVA 

REALTIME 

THOR 

VtRGiN 




10 Top titles on one cassette! only 

£4.99 

4 



COMMODORE 64 

GUMSHOE 

PITFALL 

STARTRADER 

KOKOTONI WOLF - 

CHINA MINER 

GILLIGANS GOLD - 

FRED 

GYROPOD 

FALCON PATROL - 

FLAK 



A&F 

ACTfVlSION 

BUG BYTE 

ELITE 

INTERCE 

OCEAN 

QUICKSILVA 

TASKSrr 

VIRGIN 

U.S. GOLD 





"^ 



AvAflai>l« from multiple reUJlers and sfedallst computer stores 



All proceeds to The Bob Geldof Band-Aid Ethiopian Appeal Fund. 



48K SmCLAIR ZX SPECTRUPl 



"^ 
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"MlUi 8" recommended retail price i9.95 inc VAT 

Avaifabfc from W.ft.SniTnS. BOOTS. J.nEf^ZIES, WOOIWORTHS 

and all good software retail outlets. Also available rrom 

ULTIMATE FLAY THE GAME, The Green, Ashby de la Zoiicji, Leicestershire LE6 5JU 

{F&er included) Tel: 0530 41 1465 
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10 h5} SABREWULF Ultimate 



11 iJM AyALOMH^ws^nCon^ltant^ 

12 /70; PVJAMARAMA Mikro-Gen 




14 hJ) MONTY MOLE GremMn Graphics 



16 {18} GHOSTBUSTERS Activision 

18 {f7} ATICATAC Ult imate 

iARKSTARD 
20 (73j TIRNA NOG Gargoyle Games 




CYCLONE Vortex 




22 (f5l BOOTY Firebird 

^KOK< 
24 (19} MANIC MINER Software projects 

26 (28} AMERICAN FOOTBALL Argus Press Software 

rBBICIffiBBreStSo 

28 (- ' GIFT FROM THE GODS Ocean 

7^; AUENSUttimati 
30 (—} KUNG FU Bug Byte 






^ 




The winner fof tlits month's HoiJino Chan dfaw is Miu JU 
Wh««|«f, Wertdover, Bucks. Tha four runnei'$-upare; JbgIi Locfc' 
■riby. AvSeaham. Kent: MkhMt Shottofi, WombournQ. Wol^r- 
h^mpron; Jarrv Elvnot*. Cfoydon, Sufrey; Kmrin 9«rtlitt, 
Brislol. Avon, 



BRILL N' FAB HOTLINE PRIZES!! 



Th« CRASH HOTLINE & ADVENTURE CHART it BfiUin* rnoct 
important popularity ch«rt K dtpmvi* antifttlY on your »upport 
•rtd w« iHiad your vole* Thar* ara two mathodi fof voting, 
eithar UM iha CRASH HOTUNE PHONE IN. m cut out th« tpMial 
coupon* which you can find on page 122 
Mh«th«f you phon* vt wrha in. all tlw iumiwi go into t ha HotlJ na 



Bag to ha drawn monthly. Flrtt out in both £hart.i racaiva* £40 
WORTH OF SOFTWARE pJus a CRASH T-SHtRT The four 
runriaf«-up in tioth eharti aach raeaive a CRA 

THREE fra« iisuas of CRASH Magazma {& -. 

stibKription — axistmg SMh«<ript»Dn« will tia ap(>ropriat*(v 
extatidadK 
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DVBNTURE TOP 30 CHAR 



w*a _——r7ir^"r7'M Lords o« «"";„% 

at 2' ^f_!" ^__ — ^ 
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f^'Sft/rm* m pt 




2 
3 
4 
5 
6 
7 



(-5) 

hi) 

(S) 

10 r/s; 



JUMUAHK 5 REVENGE Beyonf 
T1R NA NOG Gargoyle Games 
RUNES OF ZENDOS Dorcas 
OUT OF THE SHADOWS Myzar 
RETURN TO EDEN Level 9 
SHERLOCK Melbourne House 
KENTILLA Micromega 
TOWER OF DESPAIR Games Workshop 
TWIN KINGDOM VALLEY Bug-Byte 
THE HULK Adventure International 



12 (17} THE FINAL MISSION Incentiv e 

^mP^^^^^P?11wsorv7!onsni73Ti^ 

14 {23} FLK3HT FROM THE DARK Arrow Books 



^*5=? 






^M 



15 (25) EUREKA! Domark 

16 ^7?^ HAMPSTEAD Melbourne House 

17 (12) TH E HO BBiT Melbourne House 

18 {W} WAYDOR IM S. 

20 (18} URBAN UPSTART Richard Shepherd 




7W 
26 (27) 

27 im 



28 (—} 



IE HOL 
SPIDERMAN Adventure International 
JALAUVIiNIUtifclevd 

MESSAGE FROM ANDROMEDA Interceptor 

ORACLE'S CAVE Dorcas 

SHIP OF DOOM Artie 

VELNOR'S LAIR Quicksi 

LORDS OF MIDNIGHT Beyond 

MQUNTAiNSQFKETlncenUw 




30 (28} GOLDEN APPLE Artie 



The wrnner lor this month's Adventurer Chart draw is Gaorga 
CHck, Edinburgh. Th« four runners-yp are: C Powsll, Herrwl 
HemfKtead, Herts; Bill Ip, Redditc^, Worcs; St«v«n Wsdiiworth, 
Kings Lynn, Norfolk; OtnitI GrHXt Slackpool, Lanca. 



'£ CRASH HOTLINE 
IS 0584 (LUDLOW) 3015 
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MONTY ^ 



This poke aent In by Martin 
Boftts (who'sQOTa 
personality protitem — be 
thinks he's a rertired colortel 
but he's 16) of Essiboume 
gives 256 lives on MutBOt 
Manty by Artie, 

POKE &4933.0 



Please ensure that you 
print your full name and 
{tftdr&ss at the top of the 
tett«r. Lots of people evpect 
me to be able to decipher an 
olegent'looking hut totally 
unreadable signature, and I 
am not a gi'aphologist or 
whatever they're called! 



DRAGON 
TORC 

These are a couple of 
advance tips for The Dragon 
Tore OfAvafof^ given to me 
by Andrew Hewson to gel 
people started in this ^ame, 
Satiiy Dragon Tore aTnv^^ioo 
late for review but from what 
I've seen il looks every bit as 
good B^Ava/on if not better, 

You must befriend the Elves 
if you want to have a hope of 
completing the game. On the 
first level fmd a Bow and 
Arrow and using ihe Servant 
spell give it toor>eof the 



etves, you shouPd reizeive a 
Sickle loT Scythe if you 
prefer) in return With the 
sickfe cut down the herb in 
one of the locations, this 
should give you an Energise 
$f>ell. Under a slab in the first 
level there shoittd be a jewel 
trade this with an elf to get a 
message which gives a clue 
to what you have to do later 
on in the game. Also on the 
first level there is a missile 
spell in the pool this is useful 
irr the lost vaults. Take the 
message to the other stone 
slab or> the first level usirvg 
the servant spell and this 
Should open up a 
passageway down to the 
next level, the Lost Vaults To 
get out of t he Lost Va u Its you 
must collect the letters K, I 
and T place these on top of 
the letter E so as to spell EXIT 
and that takes yow to another 
level. 

These tips should get you 
allstdrtedon Dragon Tore and 
here's a challenoe to all 
people who can beat A va(or> 



— try and finish il by going 
through as few rooms as 
possible. Let me know bow 
well you do. 

The Lioyd Mangram Hand 
Me Down typewriter (or is 
that writetyper?) has 
breathed its last and refuses 
to work \oi another month 
Ijust as well 'causa my 
fingers are worn out and I've 
got a headache from looking 
at that darn monitor all day 
plus there i^s homework still 
to do) and I must say 
joodbye until next month 
partings are such sad 
affairs). Keep sending your 
t»ps in and maybe you will 
get a Crash T-Shirt. Write in 
to the usual address (which 
should be somewhere 
around here but I'm not sure 
where the Art department 
are going to stick it this lime). 

ROBfNCANOV, CRASH 
MAGAZIJVE,POBOX 10, 
LUDLOW, SHROPSHJftE SYS 
1DB 
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Cock Up Corner 

This ts a new addition to the 
Playing Tips section in which 
[ Try and r&ctify some of (ssi 
month's cock ups. I wit I tfy 
not to make this 3 regular 
featurel First the i/ndey^- 
wurlde pokes — insr^ad oi 
bothering wi^th last month's 
pokes enter this instead It 
was sent in by Chris Sunder- 
land of Inverness andi it gives 
infinite lives. 

10UETS=^0: RESTOflf: F0« 
Z=1T0 65:READN:LET 
S-SN NEXTZ;IF 

S< >32Q5 THEN PRINT 

"ERROR ": STOP 

20 CLEAR 64500: RESTORE 

30 FOR Z 64S07 TO 64554 

40 READ N; POICEZ.N: NEXT 

Z 

50 FOR Z - 23296 TO 233 12 

ao READ N POKE 2,N: NEXT 

Z 

65 POKE 59375,0 

70 RANDOMIZE USR &4§33 

BOPRIISTT' START 



UWDERWURLDETAPE" 

90 LOAD" 

too DATA 243, 245, 5fl, 173, 

96,254,243,32,11,62,91, 

50, 173,96,175,50,176,96, 

237, 86, 241, 255. 251, 237, 

77,243,62.251,1, 1,1.33,0, 

253.229,209,19,119,237, 

176, 62, 253. 237. 71, 237, 94, 

251,201 

110 DATA 33, 9, 91, 34,214. 

243,195,166,243,62,116, 

50,117,144,195,242,103 

Now for the infinite lives and 
infinite days on Kntght!or& 
correction sent in by Mr 
Jonathon Hatdisfof 
Bournemouth, aT-ShirtiSOn 
its way you, You don't need 
the now infamous 
INTERFACE ONE anached to 
the Spectrum to make U 
work, just do exactly as is 
written below and it will work 
(It's t>een Miy tested by 
several membersof staff — 



well mc several times any- 
way). First enter thiis prog- 
ram then NEW it. 

S CLEAR 64999 
10 FOR F =- 65000 TO 65040: 
READ A: POKEF,A; NEXTF 
100 DATA 1,172, 1, 17,48, 
242, 42, 83, 92, 174, IS, 126, 
35,19,11.253,111,120,177, 
253, 125. 32, 242, 62. Z51, 50, 
217.243.62.207,50.218, 
243. 62, 61, 50, 48, 242, 195, 
166, 243 

Then enter the next 
program, save it when it 
prompts you to. Then NEW 
It. 

to FOR F 40000TO 40028; 

READ A: POKE F^; NEXT F 

20 PRINT^I "START TAPE 

THEN PRESS ANY KEY": 

PAUSE 0: RANDOMIZE USR 

40000 

100 DATA 221, 33. 76, 156, 

17,17,0,175,205,194.4. 

201,0,67.82,65.67.75,69, 

68, 73, 84, 33. 13, 4, 0, 128, 

217,3 



Now play your Knight/ore 
tape to Just past the header 
signal. Now load ihe fai$e 
header you have just saved 
to tape and put your Knight' 
lore tape back into the 
recorder and play it. Wheiv 
the CMC message appears 
stop the tape and enter this 
poke;- 

POKE 23756,1 and delete line 
One. Repeat this procedure 
until there appears to be no 
line numbers or 8ASIC left. 
Nowent43r RANDOMIZE USR 
65000 and start the Knight- 
iore tape again. When it has 
loaded ignore the garbage 
message and enter these 
pokes:- 

POKE 53567,0 for ir^finite 

lives 

POKE 50206,0 for infinite 

d3y*i 

Ther^ type u^ RANDOMIZE 

USfl 24832 and pJay the 

game, 




««*Wi«BS 



Tha only H«y mitpmalK and |)r«ilM«iondi utrfrty 

tof ir anrt aninB SpKtrum prpgraing, Ifom 
GtCMmmgi ts cmthdcc <f (Si tam >i> CARmDu # 



^T4n 49 1MK 



^CMTT^DOC WT«n 




'An ingi^iQus pita of softwflre. __ 
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»mttm%. ■■Miri. ri»K«»n n ttmtMin t Mf>* m R|M iM»hr*«i' 
flM hnt pntkbk UKCfii itlvt. INf tjwf H 1 lj*te>1 iw int 
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COMPLEtt MtlSIC SYSTEM 
FOR THE IX SPtCTRilM 



"Tlk nHalBt tai« u bi MB b tf hl^nC 

*^\Bt cl•I7up■■llVJR||■eQl^Q■ll■IteIa■Di' i^ 



'Ujvatni 



nt M" SliHt tMM ^ublf prm4Hrfwiilor'ni«i-iifim4i'. WW' 



e.^^ Please s*rid SAE 1« dstai^s^ ^ _ _Tr«*«J»nqujries^w»icom^_ P?l??f*?l ™™"I zt [?l"£"-i _ . _ _ 

I cnctose a cheque/PO for t ..„ , ^^STei ?!!S^i£^l Please s«nd m*ltiefc_a*wt<c^l WRIGGLER t &.9S D 



No 



Of tlat>it my 



J MUSIC TYPE WHUtK t a.H& U Ml a«;pBHerr»*i 

. . . ^ i TRANS-EXPRtSS: partQo orparlQ)ooty 



i=d3IIIIIIIIIIEI1IIIEei:ii 



E 4.95 a 

C 5.50 a 

„. Cwd *apirY„,„„„„„.„ oti 4 ttarts on tape £9.95 Of cartridge E14.9S D 

(T) * © on tape C 7.S0 Q or Rolron*c« wafer C 12.95 O 

___ ,^ .„.,„."" Updaies of TRANS-EXPRESS or MUSkC TYP€WRfTER 1 3.50 D 

SignatiMe. ..„. Oiti ...,. TRANS-EXPRESS upgracte^ from tape to cartridge E6-&5 D 



'PV*»vvt'r^»4)rFi'iiri *4 ■ 



7? Dyne Road Lortdon NW6 7DR 



24 hfti 



(;}rd«rs 01-625 9463 ^^^ 
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CAN Y 
MICROMEGA 'S SLI 



If you are up to the challenge then there's some fun and 



MICROMEGA. who }iav« just 
released A DAY K THE LIFE an 
currently coftstnictmg a sp«cisl 
SLIME CHAMBER at a secret loc- 
ation in Gre4L Britain. This 
Gtivniwr wid Gonitain thrsfl 
SpftCfawms with all the add om 
a professional gsmestaf ctHjtd 
wani and will b« uMd to detef - 
mine Mho i$ the k«ig or queen o1 
SLIME. 
There are two way« in which 



you can win the chance to be 
takoti into the SLME CHAMBER 
(or a play-off in the SUME 
CHALLENGE you can enter for 
the CODENAME MAT hi-score 
challenge or you c^n submit a 
written entiry by answef irvg Iwio 
questions and completing a Ifm' 
eriek It'suptoyou ThreepUc^'s 
in the SLIME CHALLENGE afS 
up for gr{ib», one lor the CODE- 
NAME MAT hi score winrwr and 




itS«tWilly«oiv<id 
Trashm8n22,132 
Nifty Lmy 27.1 18 
Monty Mble?.058 
Frqnlc'n $t«i<i 301 
Stag«co0ch 180.1 06 Trvvtlwttti 
Trathmen ^.5A^ 
SouJdef Da«h 1,967 
SkoolOan37,nO 
Beach H«wJ 54,500 
Booty 24 

Monty b Inrmcwit 2mtn.28iac*. 
Potty Pigeon T,31? 
Gho^cbustefi 31j600 
Steve Jarman. Newtown, 
Powyi. 

Sabre Wutf 3,000:045 at 100% 
D«rk Star 8,710. 15 planets 
John Capel With tfM h«l^ ol 
Ja«on SmKti, Preston. Lftnc*. 

Skool Oai* 16,560 

Harrier Att»cit 79JA2 

Kntght Lore 44% complete 

Raid Over Moscow 37.210 

Cyclon* 1G.S60 

Andrew iPouge) DoitglaedS) 

Hull N.Humber&ide 

Underwurida Comptotied aitB8% 

Pyiamarama 96% 

S^teWulf442.D(B 

T.LL 101.474 

Frank 'n Stein L20 

At Jc Atac Completed at 3S5.333 

Coda Name Met T. 080 

Chudcie Egg L29 235,520 

DMthGh«ia514368 

Garry LyrK+i [14} Edmburgh, 




LLOYX? 







1" 



! M 



V 



Pyiamarama cfirriplat^ 88% 

Underwurkla 79.S5S completed 

Bt 30% 

Ph««nh[ 55,7 2t> 

CDSPQon.050 

Sabre WuH 97,365 at 5d % 

PsMt 72,590 

Micro O^ympta 10Om;8,2: 

200m; 16, 18. 400m; 37 .6; 

1500m; 188.44: D*sC,71.60m; 

HBmmer;86; 58m;Javelinh; 

102-35 

Lord« of Midnight Compf eted 

after 29 day^ 

Jeremy Borrowi j15) Doncastar, 

S. Yorkshire 



DTt DacAthlon dftv 1 310,136; 

day 3 552 109 

Py jamw^ma iSpmpteted E7% 

179.328 

Bfrach Head Comipeted wiih 

1?9,328 

Sebastian {none poke uaar) 

Sampson Chertasy, Surrey 

DT'5 Decathlon day 1 204.524; 
day 2 215,367 
Sail re VHu« 2 TO,S60 at 93% 
Chuckia Egg Levels? at 4 16,530 
Craig Eamon Bratntnae, Easev 

Stop th* EK^cesi ie,70$ 
slopped 3 limes^ in a row 
Til* wnd Synch oortiipletod 92% 
Buggy Blast 18,760 
SkoolDaze 19,480 
Double Troubte World Mved 5 
(irrwis in a row 
StarstiHkeSaO.TeOon level 1 
J«m«« Whalley. Preston, 
Lancashire 
Qhostbuiten 10S:5O0 
Cyclone 10,255 couldn't gei any 
further because his hjse blew 
Anthony Morris. We of Wight. 



two for the written entry win- 
ners. 

The three winners wilt be 
taken to the SLH1E CHAMBER 
9nd made to play a brand new 
MICROMEGA game, which no- 
one out$ide MICROMEGA wiU 
■have seen or played — so rt* 
game playing sicill that witi be 
test»j. 

To enter the CODEJUAMi 
MAT category, you'll need to 



» y .*t 



^'^^^ui' 






*• fi 



t 



Qhostbuiten Vi90,2C)0 
Sabre WuH 2.035,655 at 88% 
Pssst 79,890 

W»nt«H Monty Mole ia«55 
Lindsay Robertson (14). 
Aberdeen, Scotland. 

DTi OecalhkHi day 1 354,930 

diiv 2 733,280 

Automaitia 21872. fir«1 CQf 2r^ 

lap 

Hunchback 766.32D 4 

E/mergildas 

Atic Atac 36% complete 

Pyiamarama 88% comp-lcito 

1:0808; Paul Richard 1 .22 ^; 
Brands Hatch 1i 17.76 
J.P.Robinson, Seladon. 
Wolverhampton, 



Beach HeMl 102800 

ZiQom 98760 

Hunchback 1.60C. 700 

Sabre Wult complete 

Martin Riby (IS). Milford Hwiw\, 

JeilMC 3.560,250 

Ian Howartl(14), Woltaton. 

Nottingham. 



'y 
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OUFACE 
ME CHALLE 



d games coming your way — just read on 



tetid If OUT N- score on thai gam* 
to (he CODENAlVffi MAT SLIMH 
CHALLENGE fll PO BOX 10, 
LUDLOW, SHROPSHIRE SV8 
1DB together witJh your nsme, 
ftddres:^, phone number anul the 
vslidatins cod^tfor^four claimed 

If vtHj want to ««nd tn ■ 
written entry (on ih* b»ck of a 
postcard or envek)p«) send it to 
SilME CHALLENGE ANSWERS 



■t PO BOX 10, LUI>LOM, 
SHROPSHIRE SVe IDB, again 
giving your name, address and 
phone number. 

A DAY IN THE LIFE. Micro^ 
mega's latest rslisa^. is a muhti^ 
screen extravagwiza dedicated 
to the ma n be h ind t he S pectrum 
{and a whole lot et&«j It i$ your 
task to guide Clive on hia 
journey to Buckingham Palace 
to receive his DC6E 



Suburban super-herO Oiv«'» 

sfiecia:! dav has arrived — ha Is 
to be made a Dame Commandar 
of the Brttish Empire He hates 
travelling to work but wM will- 
ingly face tti horrors lodayl Ha 
outwits the mechanised lerr&rs 
of hk home, getting his clothes 
and keys He ignores all perils to 
grab a bite on the way to tlia 
Station where, jostled by com- 
muters but neatly avoiding the 



WV"' 



■^^ 



Monty Is Hi nnooant completed 

I ri 4 Jd ^'S y ii rrje t imfl of 4 mi rra 05 

Kworvg Leung, Loughton, Eaaax 

D«rfc Star 40 planets and 13^680 

in3h. ZBrr\tns. 

ChtKfcia Egg 361J90 on L29 

Bnch HmmTi 07.800 comoleied 

Knight tor* S 1 % a nd fi v«' 

charms 

Sur Strike 91S.300 on LS 

Skool Daze 14.060 

Kevir* McKeown, Co.Tyror»B. 

N, Ireland 

ChulCi*€gs 210.090 on LIB 
J«tp*C8roond I.OOO.OOO 
Ant Att«d(& girls 
Stonkfif* compleiad 
Stbrt WtiH Completo, t^S.OOO 
I f with 76% 
Psytrax 39% 

UndemiruHck compieteff , 25,000 
at 20% 

Kung Ri Black belt 
Cavelan cornpfeig 
Atic Atac compie(e,8S,000 «t 
97%iri51 miris 
Mark Uwl«r (t45), Solihull, 
W*«t MidlarwK 

Knight Lore 94% 

Underwurld 92% 

Kung Fu Bl^tck Belt 372 on L& 

Football Mvmgmr S top of 

division.4FA>Cup wins, overall 

99% 

Star Strike 567,066 

Nicky Potter { 13). Scarborougti, 

NTorkft. 

Ant Atac 62.693 

Lunar Jeiman26l3S0' 

Undanvurlde complatod 3 let 

November 

Knight Lorn compleied 27th 

Oeoembflt 

Bugaboo 29 sees 

QTt Decathlon Javelin 136m; 

Orscus 77.&: HurdJes S.9&; lQOm 

7.85 

Richard Baker, Savenoake*, 

Kefit 



Bugaboo SS waxKia 

The Hobbft complettd 

Match Day won the f ^>cup 

Pogo 104,000 

Beach Head 143.400 

Booty 7Et tiems of Treasure 

Chuckle Egg 532.e90 

Fighter Pilot 1 2 planiK shot 

down 

Skool Daze t4,320 

Techniciiin Ted >3 tasks 

compleied 

Th« Train Game IBO on level 7 

PinballWijtard3G3T3 

Kokoiorii Wilf completed 

PhwniK 78.235 

DT'« Decathlon day 1 1,^32&,726: 

day 2 579.385 

S««n Rowe, VWortfting, 5uss«k- 

Sean says his Mum wif Or^des 

Cavehy herself 'because she is & 

bit of a drag&ff' 

Cookie 18,^0 on level 12 
J«tp«« 13S,0B0 
M.J'Hopwood Stevenaga, 
Herts. 

DT's DecattOon day f 479,^0; 

day 2 439,990 

Pi Baliwi 2,S38 

CtwcklB Egg 244^60 

BvBmv* M0I the computer 5 

legs lo 

COS Pool 1 ,360 frame 3 

AtkAtac?2% 

Mr.Wimpey 34,000 

Stuart Mur>ger. 

Wotvartiamptofi, West 

Midlands. 

Stuart's brother's sm and half 

ytmr old trittn^fhas scored 

59, iW on Star Bowr^r 



7711 



Penetrator ^y/.7ilJ .\\\he\ ives 
Dark Star compl«te w iih 6000 
Hails of ThlngildlO 
John Bannerman^Safat. 
KuwaHL 

Pylattiarama Compleied in 4 

days 

PttfMtaidi 144,000 with site 

ships le^^ 

Sebre Wulfe completed 54% 

Atic Atac completed 

UnderwurWe completed 

Jetpec 40 1 ,000 (about) 

Hulk com plated 

AjrwoH Goi past first wail oftat 

only 30 minutes, 

DT's Dacathlon broke my 

Spectrum dfler 8 days 

JsW completed with the 'no 

mon$ier$' poke 

Sab^^mari. Billericay, Esseic. 

Ad fiMta 364,640 

Ant Attack 164.210 

Bugaboo 9 secondt 

Sabre Wulf 2,845.98036% 

complete 

Atic Attack 2mfn. 3sec. 93% 

complete 

Automsnla 16.380 ail 10 cars 

Harf ier Attack 3&.0GO 

3D DeathchaM L44 503.^6 

Skml Da^e 6.420 

TLL 1?.460 

Cyckine All cra.tes andctwtliarv 

rescued 4 times. 

Hard 74,820 

FactOfv Brttackout 44 J60 on 

apsiion 

tMm (Groovyl AueklarwJ. 

Stuttl)ir^gtOn, Harria. 

DT's OacathlWi 0«v 1 384.435 

Day 7 703,620 

Skool Dan 9,560 

St*rstrik« 193.600 

PyjafTtarafTia Ccmpleted 

Match Point Ekfat the computer 

atalMeveis 

Kung Fu Blue belt but my friend 

Andy got a black belt on the drh 

day 

Beach HeKi completed with 

1 30,600 

Danger Mouia in DT Saved the 

worm 8 times m a row (Thanks, 

LM) 

OhostbusteiB Completed with 

€37.100 

Mail Stewart {13),. Stepps, 

Glasgow. 



staff, tM uia* the eath till and 
claims a stray brolly before 
Jeaping gallantly abi^ard ttn 
elready depaning 8 25. Help, no 
Financial times! Wrthout OHn^ 
merit he leaps oul nejtt stop to 
grab one before the train carries 
on , , othe rwise tt 's the dreaded 
Waiting Room for him, Into tlw 
ciity, and tha bank, the pub and 
the restaurant all beckon. 
Coining with the irKliffereflt 
cashiers is easy — he serves 
himtalf As for the pub, a quick 
pint and he's 04Jt |rio Guinless 
wonder, is our Clivel Carlo's 
Bistro is a bit dodgy, what with 
the fuss over the wine, but he 
gets away into tha Under' 
grour^ arid «)pes knowingly 
with the usual tar^le of corr^ 
idors, officiab and maisad 
fellow-s4jfferers, and emergea 
by the shops His shoes dirtied, 
clive impulse -buys a fwir Her 
Majesty would approve of CEIii- 
abeth the First, that isj h's a 
hair-raising lourney today, so 
avoiding the graiing C5's it's 



look, please — and the 
Chemist's . and still he is only 
part of the way towards Buck- 
mgham Palace. 



The winners of the wi^en 
section of the SLIME 
CHALLENGE will have answer 
ed the Two following questions 
correcrtly and completed tlM 
limerick in the wittiest manner. 

1 When did sir Oive receive tui 
knighthood? 

2. How many stalk>ns are there 
on the shortest journey from 
Ljwarpool Street to $t Jamet" 
Park rhint. look at the Under^ 
ground Map appearing tome- 
where else in this Isauel? 



A day in the lile with our Clive 
ts a struggle to keep him aUwa 
But ha laughs at tha maltee 

And reaches tha Palace 

3., .., 



Can you face the 5LIME 
CHALLENGE? CoukJ you cope 
with the FAME and ADULATION 
of having your picture in 
CflASH? Would your friends 
speak to yOij again rf you were 
crowned MONARCH OF SUME? 
Dare you enter tht$, competition, 
all ^ou creepyHcrawly tliffny 
toadies? Eh? 
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AN the screens in BRfAN 
BLOODAXE. some "ingly 
some taken together m 
groups, should suggest 

an area or location m 

Great Britain-^ which 
you'll remember, Brian is 
"T^'ng to conquer. 



Tfe 



^itti 



fS^iTo^^t^ 



!to 



few 



>^/, 



Of 






"om 



WJ- 



Maps should b« sent to 
us, at PO BOX 10, 
LUDLOW, SHROPSHIRE 
SY8 1DB clearfy marked 
with your name and 
address and with your list 
of locations either firmly 
attached or written out 
on the back. 



«?5 






M 



5^^* 



3 $'6' 



s.O30(sa):53c 






=1 d 0.0 o 



^1^^ 



;^*^ 



SSStf/idvHsVyo t^^ 



oNMo-tna 



aioouMO'"'* 



"""X'.'^C^-"'""^ 






«'^«iri?»*'«s'^.s**^ 






V 



'«n/ 



*^ 



0| 



*5 



l^oo 






We 



^JS-tf, 



^'i:s,s^^^Au^'i^^ 



f*'3«S 



J<t^S 



.'^D, 









^ii^St^: 



/i 



jiauv^* 



['JlI 



m 






USH^n^sS^o?? 






^. * 2 



IM^flllll 



« 



^ 



is«>a 



ilil-? 



r'Te 



M 



^ ^5 5 



S^f 



§sB' 



m 



si 



<N 



^ 



'S'M 



^ 



.1.^; 



Itrtf 



iou 






v< 



^^wm.y^^J" 



TN3H3^dia 



'Jtofij 



Oj 



S3MfV3 



S«»* 



JWf^ 







CRASH ApTfJ 1965 75 




^z/:'-^ 



Mj 






XA 





1 


1-^ 


i 


-ft 

p 


1 


JEI 


l\ 


^; 


'^SSj'.^r 


On 




JT^I J^ ^^^^^^t''^^^ 


K 


.'•»;^ 


^==^.V^*J 


H^ 


'^ 


*»^ 


^^^^ 


5t 






:>\ 



\S^ 



k^ 



Sij^ 



Helio, totter writjog tons, Uoyd here again . refreshed after 
the LET show st Olympia. MQ, I didn't go, but all the otherrs 
did. so the office was pleasantly quiet for a change! 

Thi^s rtiQiith has Men an enormous quantitv of mail coma 
in, some of it really quite intelligem too, so if I use only bits 
and pieces of some people's letter, forgive me Irt's the 
'pr^ctous space' bit again you know). Thank you to 'Desp> 
a rate Hyper Loader ' who went to the trouble of writing the 
same letter three times to grab my attention, and the answer 
to your question is, YES IT DOES. Regarding hyp«r load 
tapes, trv loading at very tow votume leweis as well, since 
many of them respond better this way. Anyway, onto the 
real busine&s in hand, and the tetter of the month, which 
wins £ 12 worth ol software for its writer. , , . 








Our review ofActivisfon's 
game Ghostbusters 
cenainly stir ted up a 
hornets' nest of 
compiainL tots of you 
thought we had been very 
unfair Here corne some 
bits of some of the fetters. 



I wish to complain about 
your review of Ghost- 
busters in issue 13. One 
reviewer slated that he 
found it impossibie to 
return to the Streets after 
cslching a slimer, This 
fault only occurs if the 
g host tra p i s p laced on t he 
road. I thoroughly enjoy 
the game and nave spent 
many hours mastering 
andcorppleting it. 
Nicholes Shaw, Kirby-in- 
Ashfield, Notts. 

The review of Ghost- 
trusters is unfair on Acti- 
visiDn. I would rate this 

Same higher than Jetpac. 
fheefie. Code Name fVfat 
and Blue Thunder b\\ 



T 
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atlded together 
Roger Godfrey (12}, 
Brig house, W. Yortts 

I think your review of 
Act (vision's Ghastbusters 
is totally unfair. If the 
reviewers had bothered 
to play ihe game for long 
enough they would have 
found out that yes the 
game does crash if the 
trap i$ fired on the road, 
but it IS possible to take 
your men onto the 
pavement where ghosts 
can easily be caught 
without the pro<gram 
crashing. t think 
Ghosttusters is very 
addictive and not boring 
or slow. 
MarkAtkin, 
Kirtiyin-A^hfield, iMott* 

A Mend of the previous 
htter writer no doubt 




lam writing to warn 
people that GhostbuBtefs 
does NOT take Kempsion 
joystick.! wasted time and 
money taking the game 
back to th e s hop a g ra nd 
total of five times! Ithink 
that if the inlay of a game 
states that you can use a 
^ystick, you should be 
able 10. So now I am stuck 
with a crappy game that 
does riot take Kempston 
joystick, 
Gary Hedger, 
W a Ito n -on -ThamaSv 
Surrey 



I noticed on reading the 
Feb issue that there was a 
revrew of Ghostbusters. 
'Ah Good; I thought, 
because I had recently 
acquired the game and 
had found tt highly 
addictive and exciting. 
What horror then^ when 
to my amazement I found 
It received 60% overall I 
White Dwarf, Liverpool 

Normally K believing in 
your capabilities, will take 
note of the score given by 
CftASM, but after reading 
your review and then 
ptaying the ganne I could 
not disagree more! How 
can you say it is boring? 
You have to be alert i n 
case Marshmallow Men 
or Slimers. 

Tbe pan I disagree with 
most was the way your 
rsviewers compared ii 
with the Commodore 64 
version as if expectjng an 
equivalent game. We all 
know that the CBM 64 has 
better sound and 
graphics, so why 
compare? For those 
people who agme with 
me, here is an account 
number for 83,000. Type 
in the name HELLO and 
then 95766010. 
Stephen Davie*, 
Chelmsford, Essex 



The CBM 64 has better 
sound— no disagree- 
ment, but t wotjidn 't say it 
has better graphics, better 
Sprites yes, but different 
graphics. Actual/y, the 
game on the Spectnjrr} 
should (because of 
increased memory) hove 
been tougher, longer or 
better to play tttan the 
CBM 64 version. To those 
comptainers who felt the 
CffA SH review team 
fa/fed to understand the 
garne or played ft 
insufficiently, I must tetf 
you that we wsm playing 
it on the Commodore as 
soon as that version 
arrived, loved the music 
but still found The 
playabiiity lacking. 
One mora* . . - 

Who is to blame for this 
outrage? What kind of 
person could degrade a 
game to such an extent? 
The ireview didn't even 
say that this game MAY 
appeal to a special kind of 
pefson, MainFymel 
Ken Bentley (15). 
Wood ley, Reading, Berks 



Phew? This must be the 
biggest set back for 
CRASH since Y0U8 
SPECTRUM came out! 
Gosharootie (as Loony 
would say), what can f 
say? Sorry?/ still find the 
game a bit lacking myself, 
but then, I'm not a sp<eciof 
kind of person, and the 
CRASH team generally 
thought that while the 
C8M64 version 
succeecfed be^iause of the 
musiCf the Spectrum 
version failed because of 
the poor sound (the tune 
was even flat, come on , 
admit it). I'm convinced 
this game has done well 
because the film was a 
box office smash, but 
then, we're sll entitled to 
our own opinions f 

Just to show how 
opinions can differ, herw's 
another... 
UVt 




POLE 
POSITION 

Dear Lloyd, 
i am writing to warn 
(Leaders of Atarisoft's Pole 
Position, This game 
'i'ihould not be allowed to 
be sold. I just went out 
and bought it, mshed 
home to ioad A as I had 
heard so much about ti. t 
was totally disgusted with 
it 

Craig Crawford, 
Gracemount. Edinburgh 

Dear grovelling Lloyd, 
I am in disagreement on 
just one or your reviews in 
the Christmas issue, and 
that IS the one on Pole 
Position which I thoughT 
should have got at least 
80% as it is pretty good 
Penfold. App ley bridge, 
Mr Wignn. Lines 




I 



% ROYALTIES 

WE SHARE THE 
PROFIT! 



TOP RETURNS FOR YOUR INVESTMENT 
IN PRODUCING TOP QUALITY GAMES 
FOR CBM, BBC, AMSTRAD, SINCLAIR. 



PHONE 



(0734) 664646 HOW! 

- AKT raOOUCT COHSEJOia) n STIUCTXBr OONnOOtCG . 
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XAVIOURII 

Dear Lloyd, 

Saw the review , . . very 
fair I thought Xaviourk 
should be finished soon. 
It's a much better game. 
Here's a qu ick summary 
of features (don t tell 
anyone I told you J: 

256 Caverns {entireJy 
umque^l^ 

80 plus Passages 

64 large Creature ry^pes 

256 Objects 

24 types of object 

Fully definable 
keyboard 

Xaviour takes to Ns 
GLOBEJhecangetmor 
out, jump and walk} to 
travel through the 
caverns to retrieve all that 
«s his pe<^1e's culture. 
Keys open chests, nets 
capture creatures, energy 
objects replenish /deplete 
his strength. The 
passages are full of flame 
gushers and lava 
droppers, timirtg being 
needed to negotiate 
them. Real conditions for 
movement are use>d> 



enabling omni-di recti onal 
movement (not just B 
way), ie acxeleratJon, 
momentum, friction and 
grawiiy. So I hope this gets 
me closer to getting a 
game to b© a CRASii 
SMASH. 
I've written a short 

game which is to te 
roadcast on LBC's 
Compute*' Club slot on 
Sundays at 3.30pm. So if 
you want a free 100% 
machine code pame, tufw 
in (if you can pick the 
station yp). 

By the way, the Jetmart 
POlCEs are not my fault, 
Robin Candy left bits out. 
I'm innocent! 
Paul Hutchinson, Upper 
Norwood, London SE19 

. . . and after that short 
commerciai break, we 
return you to the 
programme, , , . 

And after news of new 
gameSt fwws of new 
n^agdimes has been 
causmff uncertainty in 
some pans oftfte fand. . . . 
LM 





'4 dtvtf^ni -r> Cup 'furop*an Cup 'iurop*an Cwfi- 
Wlnnvjt Cud 'tmeWft 'Promotif^n ll«l«QaFian 

tmotn *T*E>m i«i««'HQn *M9n« ptortn 'Ciwow.'ciwno* team f o tma wo n 
Civtck «tfri rC'-j' rxai^' cup m« coup«fi «' ph{»>w tour 

lHjfnO*f AT W(J#(l POl"»i3 rtllWft 34 FVte^» 

fiuaon. u oittH sntEt uicxtioh t«WAnL Nom. i*i MM v»iK 

tuih tni TM lou ID* nvr CIIM4 Hue Ic>*Clrtfn 'UN Mm* I «nci«H o cJ>i*qu* 

etrO 

Mam* ............> „,.„*., ..^>4».»^.,>..., > 
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TOO 



A LOAD OF 
GARBAGE 

Dear Trash, or is it Crash? 
Pay attention and allow me 
to educate you. Please leli 
^our reviewers not to make 
comparisons between 
Commodore and Spectrum 
games because you know as 
weHasllhattheCommodore 
&4i$oieariy in a different 
league anci is superior to the 
Spectrum jn every way. This, 
as we all know, is proved 
when it comes to comparing 
GftosTbustefs Tor example, 
as one reviewer dtd in the 
Feb »ssue. Vou woutd be 
forgiven for thinking that he 
hadn't seen theCommodore 
version when he wrote it. to 
quote one of the poor jealous 
rool's lines; 'I take the 
pleasure to say that the 
graphics are no different on 
meSpactmm viereion 
whatsoever' 

How did he get away with 
a Ite like that? If he had been 
even the slightest bit 
unbiased he would have said 
something like: 
'Commodore ve^ion; 
Superb arcade quality 
Smoothness. Sound — 
better than the record, 
overall 10/10..., 

'Spectrum version: gaudy 
little graphics, poKy sound, 



l.etchw«rttt. Herts 



and excuse me while I laugh 
my head off.' 

So take heed all you stlly 
little pirates who call 
yourselves Spectrum 
owners. Don't even try to 
criticise the Commodore B6, 
you will just embarass 
yourselves, and if you need 
to be jealous of another 
computer try one that's 
closer matched to your own 
— the Jupiter Aoe for 
example. 

So try to muster some 
respect for the 84 and ail its 
done for computer 
entertainment as we kr>ow it. 
t hope you Spectrum owners 
have learned something 
from this letter 
Mark Roberts, Eating, 

tm tempted to give the 
address in fuUI Better not 
anyway it's probabiy not the 
Ftght one. Wefi. you tittle 
piece of digested and voided 
cow food, f don't reaiiy thmkt 
have to say very much to this 
toad of garbage as t'm sure 
plenty of CR»SH readers wi/f 
do that for me. But t wtU say 
that your last remark: is 
strictly inaccurate as far as 
this country is concerned. It 
is definitely the Spectrum 
that has done the most for 
games entertainment and 
the 64 that has foilowed. 
LM 



SPECTRuna 

TIP 

Dear Lloyd, 

Please could you pu bl ish tb i 
letter for people who get 
infunated when they are 
typing in a complicated 
program and then look back 
several linesonly to discover 
that a couple of important 
lelEers afemisstng, Vou 
pressed them all right, but 
perhaps too lightly 

The answer to all th(s is a 
beep', so that each time you 
press a key correctly, Ihe 
Spectrum 'tieeps', before 
you type in your program, 
type: 

POKE 23609,991 Enter) 
lu gel firi of ihe 'beep', type; 

POKE 23609,9 (Enter) 
Charles Marshall Tansley. 
Nr Matlock, Derbyshire 

Thanks for the tip, which 
many people might find 
useful In fact, if you look m 
your Spectrum manual f 
think you wilt not only find 
the same suggestion but 
j/so the POKE Itself 
LM 




AN OMISSIOIV 

Dear Lloyd, 

I'mwriiirig to you because of 
what t think is an important 
omission in your coverage of 
Spectrum software. This is in 
the coverage of serious soft- 
ware and programming 
utilities, eg Compilers and 
Assemblers, I have every 
issue of CflASH bar the first 
butlcan Only find four or five 
such reviews and most of 
these were written by 
entrants to your reviewers' 
competition, the notable 
exceptions being the 
excellent reviews of White 
iightnina and Nisoft's 
Uitrakit Let m e haste n to add 
that this is not a deficiency in 
our literary diet that is solely 
confined to CRASH; all 
magazines, including YOUf^ 



SPECTRUM which claims to 
be for the more serious 
Spectrum user, are sadty 
lacking in this department. 

I am sure that a fairly targe 
proportion of software 
buyers at sonne time or 
another consider buying one 
of these packages and. as 
almost all of this type of 
software is expensive, help 
is usually needed. 

J understand that your 
team of young reviewers 
may no\ be able to whip up 
the enthusiasm to review 
anything that does not entail 
blasting little green aliens to 
bits, but Roger Kean himself 
liris reviewed other software 
that has fallen into this other 
type of category. 

In fact I suggest maybe a 
couple of pages each month 
for such reviews, indeed, 
when you consider that the 
Hall of Slime has a page to 
itsel f then it doesn't seem 
much to ask for. 

So Lloyd, let's see you use 
your not inconsiderable 
influence to push for more 
reviews of the thinking 
man's type of software. You 
never know, such a revel- 
ation might even lead to a 
much needed increase in 
vour salary. 

Mark Bifton, Gateshead, 
Tyne& Wear 

f lattery will get you every- 
where! fake a look at this 
issue and you vfill see I've 
already done it for you* Tech 
Niche Wilt be a regular dump 
of pages devoted to more 
serious programs and 
relevant hardware as we//. 
Some things lined up for 
future issues include 
Assembler /Editors. 
Compilers^ Modems and 
Gumby /earns machine code 
Stoooovi/ty. (I'm not sure who 
Ihe heff Gumby is, but that's 
what It says on the editorial 
production board anyway}. 
And as for 'Your Spectrum', 
isn't it Simply /ust lacking? 
NO, t'm sorry,' f never said 
that, 
LM 



FUZE 

FUZED 

DEFUZED 

CONFUZED 

irici.t7in 
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BOP AS YOU 
ZAP 

Dear Lloyd. 

Reading John Tapper's 
comments several issLies 
back about having loud 
music pi avinQ whilst 'iou 
assault your Spectrum, 
set me and my friend lo 
tl^inkinf), and the results 
of all that cogitation and 
burnt wood is the 
foHowing list Here it is. 
Volume Fof 'Bop as you 
Zsp'fromKan'ttel 
Records: 

Sabre Wulf 

Born to be wild/ 
Steppenwolf 

Knight tort 

Bark at the moon/Ozzie 
Os bourne 

Delta Wing 

Shot down in flames/ 
ACDC 

Hu n«h&tdi 

HeilsBells/ACOC 

Skool Daze 

ProbJem Child/ACDC 

Halls of th« Things 

Shapes of Things/ 
Yard birds 

Manic Miner 

Going Underground/ 
The Jam 

D.T. D«c*thk>n 

Bom to run /Bruce 
Springsteen 

Jumpjfig Jmck 

Jumping Jack Flash/ 
Roflinq Stones 

Lomcb of Midnight 

Riders on tf>e Storm/ 
The Doors 

Molar Maul 

Massachusetts/The 
Bee Gees tg add it?) 

Lunar Jetman 

Dark Side of the Moon/ 
Pink Floyd 

Night Gunner 

B o m be r /■ M otorhea d 

Automania 

Cars /Gary Numan 

Sorry about all the Heavy 

Metal, but he did; say 

LOUD music. 

J. Kimmons, Croydon, 

Suiray 

Wh&n ptsying an y Q3me 
like Antics, Monty Mote, 
Mutant Sheep Fight St out 
With Acid Camels at the 
Dawn of Time etc, I find 
eny tf&ck from 'Animals' 
by Pink Floyd can be 
helpful, although 
depending on your frame 
of mind at the time, the 
Smiths' 'Meat is Murder' 
might be more 
approprtate. 
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agaui tni; 

IF it IS. could I have A rs Keepers, 

. m't forget (ofjrint iLu^ '.ji :iiL.' iiiweepeis, 
Martin Clark. Le*dis, Yorkshire 
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ON ACCOUNT 

Dear Lloyd Mangram, 
J have been reading CRASH 
ever stnce issue 5, 1 find your 
reviews quite good as they 
fiave three reviewers giving 
SEPARATE opinions— this 
IS verv good t>ecau5e one 
reviewer onty has ONE view 

f would also like lo point 
out to CRASH readers llnai 
ihe mistakes m CRASH are 
only tyfJincj mistakes and 
NOT spelling mistakes 
(What mistakes .. . ?} 

My cousin h»s ^ust been 
jntroduced to the Spectrum, 
and ever since readi^ng 
CRASH has decided to buy 
one. 

Your tips sect ton is good 
and I fir>d JETMAN hilarious! 
The tips are helpful, but yoM 
tend to print ihings that don't 
have to do with anything, like 
m the one lip about the other 
boat in Jet Set Wiity that 
would sail to arv island, when 
you knew it wouldn't work. 

I woutd fike to end my 
letter on a note about the 
review of Gftostbusters. I 
thought il was most unfair as 
the reviewers compared it to 



the Commodore version, the 
Commodore has much 
belter sound and we all know 
the Spectrum has a small 
speaker. I have a copy of the 
game and find it fun to play 
if anyone wants a sum of 
over €40,000 type in my 
name, last first, and for the 
account 26027404 
DaryllNg,2900Hel1erup. 
Denmark 

Not tifiather one ' I have to 
say. at this tmportant 
Jurrcture, th&t the reason for 
compaftng the two versions 
cj/Ghostt>ustefswt?s, mour 
opinion, vaiid because 
APART from the sound, 
there w&s very Httls 
difference between the two 
(compared to many 
conversions one way or the 
other I And in ouropinton, by 
removing the sound, you 
removed the best hit of the 
game. In other words, there 
wasn't much game there to 
beam with 



NO CODES. . ? 

Dear Lloyd, 

Recently I received a copy of 
Hewson's Avafon. 
(Previously I had one but my 
tape recorder got hungry 
and chewed it up). When I 
got the new one home I 
loaded it expecting it to ask 
for the usual codes, but it 
didn't. Instead it went 
srrsight into ihegame asking 
what method of control I 
wanted, Could you pfease 
tell me if this lis a unique 
copy? 
Darren Datton, Luton, Bedf . 

Sounds fairfy unique f 
wonder whether the cassette 
contained the pate b(ue code 
sheet ? it is possible that this 
is an early or pre-production 
copy which yov have 
happened on by some ef/our; 
or perhaps il mi^ht b» » 
commeraaliv pirated 
version. The real people to 
ask are at fiewson 
Consultants themselves. 
They may well be interested 
to know about it 
LM 
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THE IDEAL 
ARCADE 



Dear CRASH, 
I once read in Derek 
Brewster's Adv^niu r& bit 
thai some<3ne sent in their 
ideas as to the perfect 
adventure. So in return, I 
have written out what mak&s 
the perfect arcade game 
PRESENTATION 
The yraphi<:s must be good 
in the sense that vou can 
recognise what an object is, 
ie in Arcadia t haven't the 
ft>gg»e«i idea of what the 
aliens are, whereas in 
Pheenix the aliens are 
definitely birds. 

The sound n^ust add to the 
game. A tune is not always 
wortdeHul and sometirnes 
slows the ^ame down like in 
Booty. U lb mate's games 
have never used tunes but 
they have nearly continuous 
sound because l^ey use it for 
footsteps, aliens appearing 
etc. If a lurve is used it must 
have an on/off swritch. 

The inlay card should have 
an eye-catching cover, 
screen shots from the game 
and a humourous storyline. 
Fantasy is a good eKemjjIe of 
the last point. 

Jf the game is just a plain 
'arcade' game, te mindless 
capping, rescuing girlfriends 
or eating cherries,^ then the 
(nlay should explain Ihe 
game in every detail If the 
game is an arcade/ 
adventure like>)f/c>)/ac, then 
the inlay should give nothir>g 
away. K should just explain 
your quest and leave you to 
solve the problems. In the 
case of Ultimate, they have 
taken this one step further by 
givmg you your quest 
cryptically with rhymes. 

The game should provide 
a 'demo mode', there are 2 
types; the 'attract' demo, 
which shows all the screens, 
or the game inaction' demo, 
which shows some of the 
screens wfith the hero jn 
action. In my opinion, the 
latter is the best, just 
because n gives an idea of 
what to expect AND shows 
how 'you' actually fare 
againsi it 

USER FRIENDLINESS 
Th e ga me m ust be extreme ly 
userffiendly ttmust have 
user definable keys (this is 
something that U It J mate still 
have to learnh plenty of 
joystick optioris and a good 
option is where you can 
Change the game slightly, A$ 
such. Dark Star, Match Day 
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and Penetrator are the only 
ones like this that I know of. 
This is not a necessity but if 
there is any memory left it 
should be thought of. 

Now we come to what I call 
the Oh '••■!' part of the 
game. This is where yours 
truly is on the last screen of a 

fame with one life left to go. 
he palms are sweating, the 
heart isbeatin^ faster, ..and 
I lose my last life. This cause 
me to cry out in the above- 
mentioned fashion, f realise 
that I will have to start all 
over again and as it took me 
three hours last time to get 
there, I pull the plug. There 
are three ways to cure this 
typeof mental bfeakdown,, . 

THE SAVE FACUTV 

This allows you to SAVE the 
details of where you afe, 
what you are carrying, how 
many lives you have left, etc, 
onto tape {rather like an 
adventure). Only one game I 
know of does this— Strange^ 
loop. Full marks to Virgin, 
even though the game is 
unpfayablcv , - , 
THE ENTRY MODE 
This is whefe each tevel of 
the game has an entry code. 
When you begin a new level 
you are askedwhich level 
you want to start at, and if 
you can enter the level entry 
code correctly then you are 
allowed to play on that level 
This gets rid or the tedious 
'start to finish' route which 
most games use There are 



ZX81 — People who wtsh 

ihey had a proper computer. 

ZX Spectrum — The working 

class fella or lass who knows 

they've got a proper 

computer, 

Vic 20 — People who 

CO u Id n t bu y a good value for 

money computer to save 

their lives. 

Electron — Snobs who wish 

they had enough money to 

buyanl.T.V. 

CBM64 ~ People who get 

iosi tryinq to fathom out the 

Elephant^ bra in 

BBC— Snobs who have the 

money but not the brains to 

buy an expenstve computer. 

Amstnd — Feop le wi th 

good eyesight (cos the 

writing's green on greenK 

Thank you Penfofd' Neil 
Hurst Tfom Upper Cumber- 
^orth^ Near Huddefsfiefd, 
waffle (o knowwhy Ultirn&te 
iidvertiSBd Alien 8 so tn 
advance of its wfease. and 
why the people in yorkshire 
are a/wa ys the iast ones to 
get good games, since ft 



some disadvantages with 
this system, however, some 
maga2ines (mef^tioning no 
names but one of them 
rhymes with "Smash ') print 
these ccKJes and nerds like 
myself can jump straight in 
at level 8 and not even look at 
the previous leveis. (I still 
cari t complete level 1 of 
Wheehe yet, but I've played 
on afl the other Fevels, . . . 
THE TRAINING MODE 
This is the worst of the three, 
but it ts still good at that. The 
ideal Training IVIode should 
only let you play one screen 
at a time and with a few 
things missing to make the 
actual game that bit harder. 
Turmoffs trainer is very 
good rn that it won't let you 
score but does take away 
lives if you get killed. 

You can tell these methods 
work weM by the fact that I 
am now • •**ed off with 
Kokotoni MWf (because I get 
to the last level with one life 
left and get killed off very 

auickiy). but ( stiJI play 
fheeiie. 

The game must be easy to 
start With. This is to give you 
time to get the feel* of 
control ting you' and how 
the nasties work But it must 
get harder as the game nears 
the end. This may sound 
obvious but it IS surprising 
how many gatnes take hours 
to get off the first level/ 
screen. 

Finally, the game must 
have B reasonable price, for 



tvy/jf Of! s^ie tn Londarr 
before he could find it (ocaliy. 
Weft I can 't tet/ you anything 
about Uiumate's advertising 
plans really, because f don '( 
know, f do know that most 
games are available to 
stockists the same day 
everywhere. You should take 
up the cudgels with your 
local sfwps, Neil 

Vince Kelly from Bootle, 
Merseyside writes to praise 
CRASH Mail Order for their 
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en titled to dock SOp off BACH 
mail order item ordered. The 
answer, Vmce is YBS. The 
second question ts, does this 
include hardware ? An d that 
answer is NO, CRASH Mail 
Order does not handfe much 
in the way of hardware. The 
principal reason for this, lam 
told, is becausa the cost of 
packaging and postage is far 
higher tharj it is for software, 
ar\d CRASH Mat! Order 
works on a post included 
basis, so hardware would 
/*0tbe very economical 



while I was willing to pay £10 
for Knight Lore, I am not 
prepared to be ripped off by 
paying £10 for Underwurfde 
Jen Herbert, Afvechurch, 
Worcs. 

Thanks for the ideas, Jeff, t 
have to add that it's a pity f 
couldn't print your actual 
letter, because it was beaut- 
ifufty written in targe-siie 
Gothic script, and proved 
surprisingly easy to type in 
on my 1 87 6 Hermes 
hammerwrtter. I have the 
feeling there are actually 
more ^ames than you 
mention which have some 
form of player-definable 
design feature. Omega Run 
by CRL for one. Soft Pro j's 
Lode Runner for another. As 
you say, some points might 
seem very advious, butt 
agree that there are loads of 
games that fail to get some 
of these points anyway. 



Well that's about it for the 
main fetters. Just a few 
points at the end. I have 
fifrea dy prm ted a snippet 
from Penfold's/ffrferon Pote 
Position, but he added 
another dimension to the 
'what computer people are' 
piece I printed r&:entfy, and t 
quote It here, for what it's 
worth f 



MauufdCturers can afford la 
do this, of course, because 
they aren't paying anything 
like the whofesafe prices that 
CRASH /\4atf order would 
have to pay. However, keep 
your eyes peeled ■ there may 
be some changes in (hat 
before very much longer 

Ftnatly,n^i Durrant says 
he is looking for a penf riend 
who also owns a Spectrum. 
Neil is 13 and has owned his 
Spectrum for two years and 



He IS also beginning to le 
machine code, if anyone 
would tike to become a 
penfriend of Neil's, here is 
his address: Neit Chjirant, 7 
Broomshaw Road. Barming. 
Maidstone, Kent MEI6 9HS. 

Letters to the CAASK 
FORUM shQukl be 
Addressed to LLOYD 
MAf^GflAM, CRASH 
MAGAZINE. PO BOX 10. 
LUDLOW, SHROPSHIRE SYS 
10B. 



CRL SOFTWARE PRESENT 

RICHARD O'BRIEN'S 



CRL House, 9 Kings Yard, Carpenters Road, Un^on OS 2HD. Tel: 01-533 2918 



Ci*- 
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But a new horror game from CRL 1 j will help take the sting out of the 
effort. Just dance the TIME WARP ' ' to Transvlvania and get it on wltl^ 
this competition for the ROCKY HORROR Computer game. 



Don't Dream Ft, Plav «*' is CRt's 

m version 
lien's Rocky Horror 
Show — the htt seventies stage 
musical which is still going ofi tour 
today- The Rocky Horror Show 
(also a film The Rocky Honor 
Picture Show) tells the eventful 
story of Janet Weiss and Brad 
Maiors, a couple of innocent 
American teenagers who stumble 
across a strange castle on a dark, 
rainy and thundery night, littte 
knowing what is in store for them, 
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Guaranteed to be the only non- 
Sfxist program available in 'Hoi 
Patootiewision', THE ROCKY 
HORROR SHOW from what we've 
seen so far looks set to capture all 
the fun of the original stage 
version with a lew twists/ turns 
and surprises held in store. 

Retailing at CB 95. the package 
containing the cassette will 

include an A3 poster and a window 
sticker to help get you in the mood 
for the entertainment that lies in 



store By entering this competition 
you cou I d be o ne o f t he f i r s t people 
to savour the full flavour of the 
ROCKV HORROR SHOW in the 
comfort of your own home and on 
top of that you might be lucky 
enough to get all the hints and 
playing tips you need because the 
first prize is a copy of the game 
and a video of the ROCKY HORROR 
PICTURE SHOW, plus the British 
Original Cast Soundtrack album 
and a Rocky Horror Show T shirt 
to wear while watching, listemrtg 



1 






T >C & ffll le»l 


r* F^ S^ 
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orplav>ng. "^ 

Second prize \s the game, 
soundtrack albumi and T-shirt; 
vvKile the third priie is the game 
and T-shirt with ten runners-up 
each getting a copy of the game. 

To enter you'll need to find the 

listed words In the WORDSQU ARE 
printed here, and complete the tie 
breaker question, 'Frankie says rt 

isn't easy to have a.. ' (Frank 

n' Furter that is, not the 

Holtywood-boiirtd mob)J 

Entries to read THE ROCKY 
HORROR COmPETmON, 
CRASH mAGAZINB, PO BOX 
f a LUDLOW, SHROPSHfRE 
SYS 1DB, to arrive by first post on 
April 2Sth, either on the entry form 
provided here or on a photocopy if 
you don't want to damage the 
magazine. 



' I t 
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ROCKY HORROR ENTRY FORM 








Find the following words 


>in 


the 


WORDSQUAR£ and 


ring them. The wofds 


may be upright 


horizontal. 




diagonal 


or even backward; 


s: TBANSYLVANIA 






DECADENCE I 


^OCKYHORRORSHOW EDDIE 






RICHARDOBRIEN 


MAGENTA 


BRAD 


RIFFRAFF 




SUSPENDERS 


FRANKIE 


COLUMBIA 


JANET 




E 


X 


T 


D 


L 


V 


L 


K 


K 


X 


R 





G 


W 


c 


u 


X C 


Q 


B 


D 


A 


R 


B 


U 


T 


I 


C 


E 


E 


R 


D 


T 


1 J 


D 


B 


G 








P 


1 


C 


B 


C 


\ft 


F 


Q 


R 


s 


A T 


N 


E 


G 


A 


M 


A 


H 


T 


H 





F 


A 


A 


U 


c 


U S 


R 


U 


W 


C 


H 


A 


I 


E 


B 


A 


R 


:N 


S 


I 


t 


J K 


C 


V 


R 


U 


R 


K 


D 


R 


R 


D 


S 


P 


I 


T 


w 


W C 


X 


T 


A 


D 


F 


A 


1 


F 


n 


Y 


£ 


F 


I 


E 


G 





D 


H 


D 


L 


C 


E 


F 


A 


L 


N 


M 


T 


I 


F 


K 


S L 


Z 


E 


X 


E 


N 


I 


X 


V 








S 


K 


C 


L 


L 


T U 


r 


A 


D 


D 


R 


E 


A 


E 


X 


E 


N 





J 


I 


C 


S H 





T 


5 


Z 


L 


N 


R 


E 
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A 


T 


J 


X 


H 





H B 


¥ 
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A 
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R 
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u 
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K 


P 


S 
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Complete the following phrase 


; 














Frankie says, it isn't easy to have 


a... 
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THE SINCLAIR 



i T%Jfi Y Dart one 



Nineteen eighty five ts Str Otve Sindair's forty fifth year, and sees him personally worth well 
over £100 mid ion. His name is emblazoned on the covers of over 5,000, OOP computers which 
have been said ali over the world, and he has the majority holding in Sinclair Research, now 
the top volume microcomputer company in the world. Every other home computer sold in the 
United Kingdom is a Sinclair We begin a four-part series which examines the man, the dream 
and the machines from which mil/ions draw pleasure every day. 



Sinclair' has become a 
housetioSd name 

worldwide through 
ihe ZX80, the first 
affordab^te home 

compuier^ the ZX81 and of 
course the ZX Spectrum — 
without wti ich CRASH and a vasi 
software industry wouidn't have 
come inia being. And Sir CNve 
himselF is now regarded as 
so^rr^thingi of a guru — not just 
bocause he can be looked upon 
9t thft founding father of home 
compuling in this count rv, but 
as a result of his entrepreneurial 
skills and his dedication to in no- 
van ton. Sir Ciive has described 
his business as b&ing 'in cons- 
umer products Thai are tsasucally 
eleclrical — orw per person 
products'; and the jurnp from 
computers to electric vehicles, 
seen in this tight, is not so 
amazing. 

Sir Clive Sinclair ta now 
almost a figure of popular myth 
and has been referred to as 
'UrKte Clive' by the press for 
rvMrlv a decade. He is to comp- 
uters and atectmni-c wizardry 
what Sir Freddie Laker was to air 
travel — the man who brought 
soemiingly unattainabie goods 
and services wiitiin the price 
range of everyone. Laker's air- 
line crashed spectacularly a few 
years ago, and ou! of the public 
eye, Sir Freddie is almost for- 
gotten. But Sir CIrve remains i:n a 
strong commercial positiori 
although his image as a white 
entrepreneurial knight has been 
tarntshed on occasions. He may 
want to forget such fiascos as 
the late delivery of QLs, which 
iQtf him to being pilijoned by 
iournalists in nie computer 
press: or earlier, the serious fin- 
ancial problems caused by his 
Black Watch project in the rnkf- 
seventies which resulted in 



losses of over £350,000 and lad 
to him looking for outside fund- 
ing to continue with his pocket 
TV proioct Bui so far, he has 
always managed to have the last 
laugh, never so rnuch so than at 
the expense of his arch-rivaf 
and ax-colleague in calculator 
designing days, Chris Curry. 
Cuf ry, who founded Acorn and 
secured the contract to make ihe 
B6C computer, recently referred 
to allegations ofeictreordinsrlly 
high ral6S of return on Spec- 
trums, which led to a dust-up in 
a London wine bar where the 
two tycoons slugged it out with 
rolled newspapers. But just a her 
Christmas Curry found himself 
at the helm of a sinking ship. 

Tm fiol interested in business 
^Sl for the ^ake of making a 
product, any product,' said Sinc- 
lair during an interview in 1982, 
'The orvly point is to make some- 
thing that people like and want, 
and which is thi^r^fore succes- 
sful. The excitement is the res- 
ponse of the people.' 



INTORADtONfCS 



From the earliesi days. Clive 
Sinclair has done business 
through mail ordef and from the 
start hs offered an unconditional 
monev^bsdt guarantee to his 
customers — before it became a 
iega l requ ire ment , S i ncis i r prod - 
ucts are generally made using 
subcontractors, freeing the 
core of talent behind the Sinclair 
organisation to dream up new 
products and designs, but it also 
means that quality control has 
taken a while to stabrhse at the 
outset of each product. Never- 
theieas, the Sirslair name has 
attracted a large fbllowmg of 
guirwa pi^a, evper to be the first 
to own ttie latest piece of hard- 



ware first, even if il does mean 
putting up with a few teething 
problems. 

In less than thirty years Clh^a 
Sinclair has progressed from 
school-leaver with few fonnal 
qualifications to multi-miftion- 
aire, electronics tycoon. How did 
he do it? 

White he was still at school, in 
London, he became interested 
in mathematics, still his ftrst 
iove, and physics. At that time 
the electronics industry was 
beginning to make semi- 
conductors available to Ihe pub- 
lic and he be carrie involved in 
electronics at a time when new 
developments were being made 
in the field alrrtost daily. At 
school he tinkered with radios 
while his chums just listened to 
ihem. He began writing articles 
on the subiect. and when he was 
17 Give Sinclair decided thai fl 
university course in electronics 
could not leach him the sort of 

things ho wanted 10 know at the 
rate Tie wanted to learn. 

In 19&7, deciding that he 
would rather start a buSine^ 
than continue his formal educ- 
ation, the young school -leaver 
became a technical journalist, 
wo rki rbg fo r Ba rnes Pu bl ic^tions 
for wfiom he wrote 9 series of 
small books for the hobbyist — 
learriin^ far more in the process 
of writing them than any of his 
readers could hope to gain from 
reading them. 

He MQisn his commercial 
career by selling transistors 
which he bought from Pleasey, 
who had rejected thann because 
the didn't meet exacting spec- 
ificaitions. He tasted these rejec- 
ted components and re-sold the 
satisfactory ones by mail order 
from his room in Islington — 
apparently there came a timo 
when his landlady and he parted 



company. She didn't mind let- 
ting a room 10 a journalist, but as 
busir^ss premises. . . . 

The he found financial back- 
ingto start making pocket radios 
to his own design, and left 
BarnesHisi3ackerk)st heart, pull- 
ing out, and for a while he 
worked as a freelance technical 
journalist trying to raise tfie 
money to launch his idea as 
products. After some months, 
with resources depleted, he 
sought a full time employment 
once more, and was snapped up 
by United Trade Press as Assist- 
ant Editor of EliCtmnk 
Components. His knowledge 
and understanding of electron- 
ics had a marked effect on the 
magazine's cimilation and 
adverttsing revenue. 

From the start Clive Sinclair's 
colleagues had been impressed 
by his incredible calm maturity, 
and he was liked and respected 
enormously. He worked on his 
aim of setting mail order radicn 
in his spare time, and when he 
gave in his notice, annourycing 
that he was goir>g Off to start 8 
business. United Trade Preists 
was very sorry to be losing him. 
So they came to an arra ngement 
by wh ich he was aliovired the use 
of a vacant office on the third 
floor of the buikting without 
charge in return for further artic- 
ies for the magaf'ne. For a few 
months this arrarirgemsnt help- 
ed Clive Sinclair find his feet m 
the mail order market,. supplying 
radio kits, but then the office 
became too small for the head of 
the rapidly growing Sinclair 
Radionics, and Clive Sinclair 
leased to be a journalist and 
becartw a full ftme business- 
man. 'The Slimline' was Sin- 
clair's first radio kit but he 
rapidly followed it up with a tiny 
amplifier module. 
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The business, founded on 
mail order, expanded snid began 
to take on staff, Sinclair advert- 
iasfnents have maintained a 
continuous prefi«noe since 1362, 
when the radio kits were 
launched, and at th« time wefe 
innovative in thomselves- 'The 
first advertisement that I ever 
took was much biygtjr than the 
usuaf adverti^amenf in thai %ort 
hobbies magaiine. i didn t have 
the money to p^y for h even, but 

did it on the grounds ihat it 
would breed confidence No- 
body had ever takert a haif page 
t>efore, ar^d it worked.' 

In the Iseoinnina products 
w&re desigr^ed by cTive Sinclarr 
himself. The range included 
an amplifier whidi has becorne 
known as the biscuit tin ampil- 
fl«f '. "Rie K 10 and X20 tended to 
rftdiaitt which was a bil of a prob- 
lem unless they were ahteklett 
— end a biscuit tin watt idaal for 
the purpose. 



CAMBRIDGE Af\iD 
CALCULATORS 



In 1967 the growing Sinclair bus- 
iness empire moved to Cam- 
bfidge, where rt has been ever 
ajnce, shortly after producing 
the Z- 1 2, a tiny hi-fi emplifie rand 
pre-emp. Soon a turnover of 
€100,000 had beef> achieved — 
no mean feat tn five years, 
Isripeiy funded on the elwar- 
onics hobbyist market. 

Sinclair was also active in the 
electronics instrvin^nt field, 
launching the 0M2 mijItinnetQf 
in the early severities and 
becoming the largest manufact- 
urer of digital muKimeters. in 
Euro{)e in Tittle more than rive 
years. 

He broke avvay from the 
hobbyist and hi-fi market in 1972 
with the launch of a single chip 
calculator which was born after 
^ik months research, and was 
pocket'Sizflhd ais opposed to hand 
hetd , Us iTig the same P M OS ch ip 
as t:he American hand held calc> 
ulator, which required large bat* 
teries owing to the heavy 
demand the rMQS chip made 
on its power supply, Sirvclaif 
found a way of c^utting the power 
consumption tiy about 20 times. 
This nwflnl that s truly hand held 
calculator was possible; Sinclair 



Radiontcs made it and started 
the calculator boom with "The 
Executive', oarnlrvg C?.S rrillion 
in export revenue alone At the 
time, Sinclair had a staff of BtxHJt 
GO. By 1977 Sinclair had tieeome 
world famous as a calculator 
nnanufacturer. and the Cam- 
bridge' programmatile outsold 
all programmable and scientific 
calculators. 

The Sinclair philosophy of 
sub-contracting the actual prod- 
uction of hi^ wares', buying in 
the components and paying 
sub-contractofs to assemble 
them, contributed greatly to his 
success. He was left free to con- 
centrate on research and devel- 
opment, and he was able to 
recrui^t a talented team of 
'inventom' — including Chris 
Curry (latterly of Acorn fame) 
who has been held responsible 
for interesting Skiclair in calc-^ 
ulators and computers. 

But the launch of hrs Black 
Watch in 1975 resulted in a dis 
aster. The watch used a new 
type of chip — in^raied inject- 
ion logic — which ran on low 
power but was capable of 
switching the htoh power 
required to drive the djsplay. 
Sinclair spotted that this type of 
chip, invented by IBM and 
Phillips, was ideal for watches — 
and devised the circuitry require 
ed to incorporate it. He pnxJ- 
ufed the first production integ° 
rated i^niection logic chip in the 
world — ahead or its inventors 
— but the watch project ran into 
problems at his chip suppliers 



Who weren't ab^ to deliver the 
goods. Eventually Black 
Watches were made i n a vers»o n 
which used CMCS chips, but by 
then Sinclair could no longer 
hold the price in what was a 
highly competititfe watch 
market. A loss of some f3&5,000 
was sustained m 1976 

Having previously funded 
research and escpansfon from 
his own profits, Sinclair was 
faced with scrapping many 
years work on a pocket TV 
project. He approachei^ the Nat- 
ional Enterprise Board for cash, 
and sold 43% of the shares in the 
company. The NROC put up 
nO0,00O for (l«v«lopm«nt to 
continue on the pocket TV. &y 
1977 Sinclair had moved entire 
ly out of the hi-fi market, contin- 
uing with digital rr^eiers and 



calculators: and the pocket TV 
with a 2- inch picture tube (you 
had to have a fairly large 
pocketl) was launched, achiev- 
ing major sales in the Unrted 
States. 40% of Sinclair's turn- 
over was attributable to TVs, 
40% to calculators end 20% to 
meters, In 197Bihe'Microvision' 
was marketed m Europe, and in 
Britain — where it had been sold 
Jnitiallv for f220 plus VAT— the 
pri>ce was halved. 



THE FUTURE TOD A Y 



Early in 1978 tfie first Sinclair 
computer ca rrve on t he market — 
verymuch the forerunner of the 
ZXSO with its membrane key- 
board. Costing €40 it had 256 
bytes of RAM, a half K of ROM 
wtiich held a monitor, and didn't 
have a boxl Powered by a Gtv 
lantern battery, it was a true 
computer, not an upgraded Cafc- 
ulator, and was advertised as 
being 'less than half the price of 
any keytjoard addi-eaaable 
microcomputer'. 

The MK14. fof such it Was, f^ 
a very early 8 bil processor, the 
SCMP Of SCAMP', which was 
programmed in machine code 
— although a very tiny BASIC 
soon beoune available And the 
nr>anudt included a program for 
'Lunar Lander* -^ the very first 
game playable on a Sinclair 
computer I 



in J979 Sinclair and the NEB 
parted compsny- Thav wanted 
to concentrate on merers white 
Clive Sinclair wss artached to 
the TV project. Left to his own 
de\/ices aoain. Sinclair founded 
Sfncfatr ffesearch. the company 
which became respCnsibSe fOr 
the low COST home computer 
Next month: from the ZXSQ vis 
micradrives and interiaces Iv 
the ZX Spectrum and the QL 



CRASH Aprill 985 87 



SIEVING THROUGH THE BIZ 1 




c 



Chris Sievey has bean 
involved as a performer and 
musician within the 
busin&ss' for rvsariy a decade 
starting, out during the hoV' 
day of Punk in (he mid 
seventies. These years of 
con Slant involvement with 
tt\e musiC industry prompted 
CHris to devise a board game 
based on his eKperiences in 
the vein of Monopoly — 
something everyone couid 
join in with andenjov- The 
idea of the board game 
based on the niusic business 
can^e to him when he was a 
youngster, 't used to play i^V 
game with pen and paper 
with friends of mine and they 
told me it wou I d be A great 
idea for a board game/ Chris 
told m>e when I met up with 
him at Virgin's HQ iii 
London s Pondiello Road. 
He continued, 'So evef unce 
those days it's been an 
ambition of m(f>e to devise a 
game about the music 
business,' 

It was fine thinking up the 
basic idea, but to sit down 
and acTuall y devise the game 
was another. Games design- 
ing takes months of work 
and at the time Chris and his 
band The Frashies were busy 
writing, rehearsing, record 
irtg and playing concerts — 
so plans for the game were 
shelved for a while. 'Trying 
to get into the Top 40 was 
much more important,' Chr is 
said. And they were reward- 
ad for this hard MOrk as /'/r? //r 
hve with the girion the 
Virgin Manchester 
megastore checkout desk 
and / can 't get bouncing 
babies by the tssnirop 
Explodes tx)th managed \q 
get in the Top 40 and ere 
today hailed as classic 
singles. So lust lice any othef 



THE BUNDBRBLUSS FILE: We sent our intrepid inter- 
viewer Leslie B. Bunder into the depths of Virgin's HQ. 
Shooting straight from the hip, he sent us this 
Chris Sievey interview typed on orange paper... 



successftjl act The Fr eshies 
were enjoying their fame. It 
was a case of Top of the Pops 
one day. off to Paris another 
and back to London the 
following day. But unfortun- 
ately for thebaiTkd, difficulties 
were encountered with their 
record company which 
resufted in Chris resting The 
Fre$hfe& for a while. He 
concentrated on his solo 
career, and decided to kxilk 
for another deal 

During this period 
between dee Is Chris decided 
he wanted something to 
occupy his mind and, so the 
game idea he had shelved 
was dusted off and re- 
thought. Early in ^S62 he saw 
the first seeds of the 
computer industry being 
planted; the 2X81 had been 
firmly established as the first 
tow cost home computer. 
'That's when I decided to 
make The Biz into a 
computer game and not a 
board game.' he said. 'I saw 
the potential of these 
machines and said to myself 
I must get one — so I did/ 
After a few months of 
playing around with the 
ZXSl to get acquainted with 
it, Chr ts set about writing The 
Bii. First he wrote a game 
cal I ed r^« Ffying Tra/rt wh ic h 
wa* on the B side of his 
Camoutfage single released 
by EMI records— the firsl 
rockqingle to have a 
confifxiter game on the B 
side. 

Chris popnt^^d out that The 
Ffying Jrsm was the first 
budget gams! Hlie single 
oniy cost a pound and ind- 
uded the game while comp- 
uter games at that time were 
CBandup.' 

With The Flying Train be- 
hind him Chris set alKJut 



vifiim^ The Biz. Havirtg 
gained considerable knowl- 
edge through programming 
his first game, writing The 
ffwwas a comparatively easy 
task. He encountered a major 
problem however, which lay 
not in programming, but in 
theZX81 and its minimal 
memory. *1 even had a 1 6K 
f^am Pack but thai wasn't 
good enough as I kept on 
runn i ng out of memory. 
There was so much infor- 
mation and detaH I wanted to 
put in, that I had to look 
around for a machine with a 
larger memory.' 

Luckily for Chris and his 
plans for TheBitxhBABK. 
Spectrum came out; 
'They've both got similar 
BASICS so converting prog- 
rams isn't that difficult. Tlw 
Spectrum had enough mem- 
ory and it was ertcou raging 
lo see that theie nves a huge 
rnarVet for Spectrum prog- 
rams, A friend of mine had a 
Spectrum, and \ asked if I 
could borrow it as I was aoK 
ious to complete TheSii 
properly. He agreed so I took 
it honrve with me. At the start 
it took me a bit of time lo get 
used to. but within a couple 
of weeks I had started prog 
ramming The dt^and at iong 
(ast it was beginning to take 
shape,' 

Eighteen months passed 
before the final version hit 
the shops. Why did it take so 
long? 

'FifStly, I wanted to make 
the program as challenging 
and interesting as I could 
which meant ) was addi ng 
r^ew bits of information to 
the program afl the time 
Also I was GiMI busy with 
music, playing small con- 
certs here and there; and fin 
ally I had to sort out the legal 
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rights to the music {racks 
whfch are recorded on the 
game tape. All the tracks 
were released on various dif- 
ferent labels so that took 
time ' 

How important are the 
singles included with the The 
8i2? 

'The music side is very 
important to me; the com- 
puter games are done just 
for a bit of fun and for a 
change. The tracks that come 
with the game are not jusi 
old records, they're special 
recordings and remixes I did 
to go with the game. I've just 
spent some time recording 
tracks for my next game/ 

'Next game?' I asked, 

'Yeah. I've written another 
3 machine code games and 
Virgin have got another eight 
music tracks of mine' 

'Why d id you sign to 
Virgin?' 

' Probably because every- 
one else wouJd have turned 
the game down? ! Only 
joking, it's because of my 
involvement inttie music 
business and because I know 
Virgin as a record company 
and how tf>By ope rate. Virgin 
know how to market music 
as well as computer games, 
whereas if I signed to a 
games company they 
wouldn't know how to 
marliet the musk:. Virgin 
know how to market tKith at 
the same time and do a good 
job.' 

I asked Chns what his 
music contemporaries think 
of TheBfi. 

'They all say "Oh No, not 
Sievey agair> ! ■ What is he up 
to now?" People I know who 
have played it have fouf>d it 
quire realistic — my road 
manager said if you do this, 
that will happen, and it did 




U I 





chRis s^ieft^y 



Most people Mtto've played 
have enjoyed it/ 

'Why did you include Ihe 
mus»c on the c^£«cte iMih 
the game?" 

'To make il a complota 
package, and good vatue for 
money. You've got a game, 
some mustc «nd an excHiSh 
tve jntefvievrwrtti mo. I thjnk 
games costing CS or so are 
far too ejcponsrve — these 
new budge tQames are a 
great idea.' 

'Oo you pfay 
games?' 

'Not really, I've gotSpaca 



r«UI#4K &ibC6»tl9^v 



'Moy 



Inv9der^ and the like which 
mvchJtdren fove to pfay. but 
dbout the only game I play is 
Footbafi Mdnsger, ( enjoy 
watchingthe highiigtttsof 
!he match, Iff such an addic- 
tive game, Oh>«£. (laugh- 
11^) \ love all dwVJrgin 
Gimesfl' 

'Any tips for CRAS»^ 
readers on how to suosfted in 

e music business i'' 

^ I knew that. I wouldn^ 
betn/ing tog«t to 
number one, Would you 
beliavwthat evert thoiifih I 
knowtiow the program W' 
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worlks I can't even get into 
the top TO.' 
As the las4 drops of coffee 

ware betinig drunk f ^^kn^ 
Chrts how he would f^e' jf 
The Biiw9SS^ki as a boot) eg 
(pirate oopyK 

'It would only add to the 
cult thing, it wouldn't bothei- 
me that much, I suppose I 
would think Tm losing 
money here' but at the same 
time ttiene's the satisfaction 
gained from knowing that 
peopfe are playing the game, 
and they should want a copy, 
tfthaviikait.' 
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A CHANCE TO BECOME A SU^ER STAR 
^ORADAY! 



Answers on th«b«ck of a 
sealed envelope or on a 
postc«rd. itvrth your name 
and «<tdrtt»s. to th« usual 
comfMtition address. First 
correct answer out of the 
bag wins the charge to 
appear live on stage with 
Ovth — and proiMblv their 
photo spread all over the 
paO» o' CRASH, NME and 
the Katmandu Observer, for 
doing so; five second prize 
winner* pick up a ooltoctkm 
of Chris Sievey and The 
Freshies souvenirs and then 
there's the 50 oopiies of the 
game itself to give sway — 
which irtcludes an exclusive 
tnteTview with Chris arwi 
aight of l!ii& singles, which 
fiorfnaJIv sefis at £6.95 




Enter this Virgin Competttion and you cou 
possibty be the one to end up on stage with 
CHRIS SIEVEY M 

After long and protracted 
negotiations with Mr 
Slevey's software and mus.»c 
pubfishers, Virgin, CHASH is 
now in a position to offer 
f!ftv copies of THE BIZ a& 
priz^ In a oompetitio n . VW ell, 
not THAT long or THAT pro- 
tracted reaily, fount's not 
easy fixing! up all these 
competitions for you lot out 
titere. tf it wasn't for nice 
people like NicJi and FatfidB 
at VIRGIN my job would be 
hell, you know &aniettmes I 
feel becoming s software 
auperttar would be a whole 
lot simpler. But I don't 
suppose you're the least bit 
NVteraettd in ME. all yuu 
want to know is how to 
enter the competition and 
ttartd a chance of winning 
the top prize ^ a live appear- 
ance on stage with CHRIS 
SIEVEY and his band THE 
FRESHIES Ungrateful tykes. 
W«4I liar* you era thvfi. and 
the batt of Juck 

He^mg thn 

Of CRASH and iooUt^badt 
over ouf review of TH E B 12 'm 
thm fAsrdh haot you shou id 
be ahte to a na wer the fot 
toMring (luestkms without 
borrowrng a copy of THE 6IZ 
lo read the cassette inlay — 
but you might find it helpsi 

t. List throe of tfie qualities 
you need ta make it in The 
Biz, 

2. Give three ways of 
impFOvir>g Thase qualities. 

3. What Is Ch rts' iitletviewer, 
Mr Sideboiliam's, Tirst 
name? 

4. Name another computer 
game Chris Sievey hM 

5. W here did CRASH begin 
its BssauJt on nfie record 
ehafts? 
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Your chance to relive the deadly skills and awesome power of 

;&<5i THE UCENDARY 



BRuce Lee 
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IWenty Secret Chamber. 

• Dazzling Graphics and Animation 

• Unique Muttipie Player OptionSp 

Spectaim 48K Disk and Cassette £7.95 
Commodore Disk £14.95 Cassette £9.95 
Atari Disk and Cassette £14.95 

••• •• • ••••••••••••••••••••••••• 

THE OIJIMAre aiAMERlCAn SOFTWARE POII 

VOOINCJ.S.GOLO- 
U.S. Gold t* «toclied by all ie»dli>g cc>in|>yter ttones, 
Oetlcr»t For inf ormsUPT en how to become a (J lodcist 

B . , rt, write lor C*iilrtSofttJd. Unit 10. The PWtwByiJ^™^.-^ Centre. 






T'Shirts & 
Binders Offer 




FREE IN-DEPTH 
INDEXi_ „ 

A9 Lloyd Htfi^nM fnwMionsd In 
Nb Isdn paQO) ha'i bMn lold to 
get it lOQethw {w«'v« ganoftiusly 
provicM him wWi « Moond Any 
degic} wid orginiM Vi lodsx lor 
th« 1 S iHiwt your bmetor w« hoid. 
TTw lnd«i It ibaokM FREE (0 
anyone Mho ontors Itw oindar and 
MM b* mat tUtomaticaBi in Jvw- 

So mahe siyo you turn yow 
t into m« CfUSM Spactrum 
) EiKydopiMllst 



Be a Superior Alien with your very own 
CRASH T-sliirt and sweatshirt! 



Mndifw, — ClUSHT-iNrte N«m: 







CUMH BindMti) 



^m. 



« C4J0 I endow Oiiaqu«/P0 p«y«bl»to GAUH IMCnO'£. 



CRASH MICRO^ Fr««po«t^ Ludlow, Shropttllr* SY8 1DR 
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Advuntur* Oifiri Scott AdamM with a cnup^t o/frftntfi. 




GREAT 

SCOTT! 

GRAEME KIDD talks to Adventure guru SCOTT ADAMS 



dwwituTB pftHBTBrm, firtt written on compwiv- 

owrHid mainframes, ara n«Arfv a quarter of a cent- 

ury old, Originalily written kn the iJxtiei for the 

■mucafnenl ol iKa cotrnputef wtunl* Who run 

oofnmercia) data pfoeeuing intftettaftiam, aihwnt- 

ur«s such as Colossal Caves and Adventure were 

run late at night, when all was qtitet and tfiR operat 

on wanted KiiTWthing lo amuse ttiern»tves with These pr^gfams 

Occupiad megabytes of starage memory, offa-rod nO graphiu and 

could Onty be playiid by computer fitaff whftn limA an the nyttem 

CMlW be spared. 

SttOtt Ad ams — who l»g httveartedtv d^Kribes tiirnself as a ' gjrand- 
faitwr' ir the miaocomputer industry (he ii, after all in hts thirties! 
— is rea-arded as one of the founding tathen of micro tiduenturin'g. 
Scott: Adams wrote tt»e F|»3l #4v ensure for a micro, and founded 
AdvefltUTB InlaiTWtional : the okJest company salting adventure 
msiL Around half a miltion Scot! Adams progfams have 
•OMtOdateWorldwki^and he i$ currently working QH a aoriet 
of KhMnturtt baeed on fk^arvel's comic chsr^cter^. HuJk arvd Spid^f- 
man. his two latest adventures for the Spectrum, are tha first two in 
the Questprobe series, which wifl expand at the rate qt 3 or 4 
pnwrami ■ \69t and run to ovef a dozen titles Both hav« b««n 
CRASH Sfnasl!ws» artd lo when we heard that The Man waf in the 
cQunl^, we h«d to ^ for an intiintow. 




cott Adams staned 
programming in <lie 
late $i)ai«s at High 
School in America- 'In ihoia 
days there wa$ no Kuch thing as 
a micro, and you A^ere lucky U3 
see a mainframe terminal', he 
explains. 'Out school as anex^i- 
crimeni got a mainfrome term- 
inal for students' u»e and it 
becante my lerminal. I was one 
of the original hackers.' 

This early intei«*t in compute 
ing developed into a profession 
after takir^g e degree course in 
System prograftiming, end mxki 
Mr Adams was catrtivated bv 
Coiossaf Csves and Atfi/entofe 

CRASH Apn 11985 93 






'1 sjiw the gama* pn a main- 
frame, and 1 was fascinated. ! 
owned a Tanctv ModeJ 1 and 
t hou ght ' let s see if I ca n write an 
Adventure type ganie on the 
TRSSQ. I didn'l li^an lo the 
people who said it would be 
irr^MMStble to gst 9 program 
which existed on mognbytes of 
storage into a ^ 6K machi ne . 

'1 didn't try and take the exist- 
ing program and put ii into 16K. 
but sat down and wrote an adv- 
enitjFa language of my own for 
the machine — an intefpfoter — 
and proc^ded fram tiiere to 
write an adventure In that lang- 
uage. As a system programmer I 
know how to write tooK. The 
fifSt tool was th'e adventure 
language, the second was the 
jntarpreter to understand lang- 
inga and the ihird tool allowed 
me lodevelopadaiatnaseforthfl 
inierpreterto understand, 
'i wrote lour or frve different sys- 
tems first, not an adventure. 
Thai was m y orig ina ( fldwentu re- 
writing language which has 
been the basis of my programs 
untit recently. We've now devel- 
oped SAGA pUis, which stands 
for Scott Adams Graphic Adv- 
entures Plus, ft's a full sentence 
and graphics interpreter design- 
ed to run on machines as small 
as 48K ar as iarge as 400 mags- 
bytes. SAGA is an open ended 
language which is designed to 
take advantage of new madh- 
ines as they come out — we are 
ready for the next two or three 
generations of machines.' 

Which rather prompted the 
question as to how Scott Adams 
saw adventures developing as 
hardware becomes cheaper and 
nrwre sophi«iticated: 'Adven- 
tures will themsetvea get even 
more complex and sophisi- 
icaied. For instance, the next 
adventtjre in the Questprobe 
series, Fantastic four P^ft I will 
be a two player adventufe — 
etttier two people can play, or 
one person can play, playjng 
both roles. I can see down the 
road to a time when fifty piayersi 
will be ptaying one adventure.' 

Tho fant&sik Four Parts f and 
fl wil! bo the fourth and fifth 
adventures in the Questprcbe 
series, with Part I introducing 
the Torch and The Thing |a Hult 
type characteri and Pan ll bring- 
ing on the other two chgrftcters 
Both adventures will be written 
entirely in SAGA Plus sr>d Scott 
Adams is confident that the 
SpACtrum versions will have all 
^a features of the disc-based 
programs written for the largef 
micros, such ais the Apple, Ftufk 
was written in his original 
adventure interpreter, while 
SpidermAn was written in the 
original language aru) upgraded 
uatng some SA^ Plus featutes 
for tajoe-based micros, EKpect to 
see Fdniastic Four Part ^around 
June this year. 

How do Hufk arvd Spiderm^n 
fit in to the scheme of his adv- 
enture? 'I wrote Hulk as a begin- 
ner's adventure deliberately. I 
put e tot in there aimed at people 
who hfid not played adveruurea 
before, Because of that i iost 
tome of the complexity that I 
would have Jike to have had — 
which I was able to put back with 
Spiderman. i woukl have liked to 
have written Hutk to be for the 
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experierHsed Adventurer, or 
medium experienced, but it 
wasn't fair . . . a lot of people 
woufd have been buying Hulk 
who had never bought an adv- 
enture before, because they liiie 
HulicasHuik. 

'What I had tp {to was put 
erwugh stuff in Hufk so that an 
experienced ftdventurer 

couldn't sit down, play it for half 
an hour and be done, but also 
enough breedih so thai a compl- 
ete adventuring novice could sit 
down and play it without getting 
hopelessly frustrated. 

'Spiderman I felt, as the 
second one out, gave me more 
leeway, and I was able to make a 
more complex adventure with- 
out as much handhoidmg as i 
didon WuM,' 

The arcade adventure' con- 
cept is catching on fast, with a 
number of software houses 
bringing out arcade action 
adventure games, including the 



irig an adventure I say 'It'd be 
nice if we had graphics here to 

Brwe a special effect', and t put 
ookfi on the aama> 

'Then graphics are a^dded on 
for those machines that will eup- 
portihem; one thir«g I insist on is 
thai all my vertjons Suppon the 
Graphics OFF switch for people 
who don't want the pictures. My 
adventures can all be played 
text -only because you don't lose 
anyihing..Jhe/e are nu hints or 
clues in the picture which do not 
appear in the text. The graphics 
are purely illustrations, that's all 
they're designed to be. 

'I like playing graphic advent- 
ures myself, but I think a good 
text adventure doesn't need 
graphics — but they're nice to 
nave. Think of the difference 
between comic books and 
novels: in a comic book, the 
pictures are an intrinsic pen of 
the text. My adventufes are not 
comic books — I'm writing 



"/ didn't tist&n to people who said 

it would be impossible to get a 
program which existed on mega- 
bytes of storage into a 16K 
machine. " 



Welly series Ir^Mn Miiiru-Gen 
and the soon-to-be -launched 
Cffucfcie Egg IL How does the 
founding father of micro adven- . 
turing view this development? 
'They're Twitch Games', he 
grinned, 'arcade garnes. An 
adventure game is one where 
you use your mind, if you can 
type, you can playan adventure. 
If you require anything other 
than that, you've got a twitch 
ganu — an arcade game — 
where your skill of movement is 
more important than your think- 
ing. Adventure International 
sells lots of Twitch games, but 
we don't call them Bdventurss. 
Theca arcade adventures are 
getting more sophisticated — 
but they're still arcade games, 
People who love adventures 
won't play an arcade action 
game, it's not the same. Sut for 
somebody who ilkes both, 
they're a nice meeting ... a nice 
melting," 

Doe* this niean that you are 
an adventure purist — will you 
play shoot 'em ups? Some of 
my favourite games are a mix- 
ture of the two, Wiisrdry for 
instance, is a mixture of the two 
which I find ex1r«°nely fascinat- 
ing. There you have arcade type 
battle scenes but there's no jbv- 
stick, no reai-time action, you 
just use words to interact. As 
soon as you put a joystick in, 
where reflexes are important, 
you no longer have an advent- 
ureoame/ 

What about graphics — the 
originaf adventures were text- 
only, arhd some adventurers feel 
that graphics detract from the 
game, and indeed take up valu- 
able memory w^ich could be 
better used; otfwrs feel that 
graphics add a gnaat deal to their 
enjoyment of adventufes, 'I'm 
on both sides. I write all my adv- 
entures as text-only, to be 
played as text-only. As I'm writ- 



illustrated novels if you like The 
pictures are nice, and they help 
break up the monotony but you 
can clip them out and not (ose a 
thing.' 

A large number of commerc- 
ially produced adventure prog- 
rams are now being written 
using utilities Such asT/ie Ouflf. 
What do you think about such 
utiliti^? Well, I've not sat down 
and looked at rh& Quitf, but in 
general I've seen a number of 
tnese packages and it's dear 
that it's hard to niake an adven- 
ture wrrti^ng system th&l allows 
the average person to take off 
arMlM^jtean adventure, because 
by definition a good adventure 
has to be fairly well packed Into 
the machine. To pack code that 
well you have to have intimate 
knowledjpe of what you're 
doing. They do give people a 
taste of what it is like to write an 
adventure though.' 

So how do you set out to write 
an adventure? 

'The first thing I decide is 
'what's the theme" — obviously 
with the Marvel adventures 
that's fairly simple; then I decide 
whether I want a treasure hunt 
or a mission, if It's a mission — 
what is my miss.ion? if it's a 
treasure hunt then it's usually 
easier to write, you don't have to 
be as serial in whal you're doing. 
Then I start puttirvg in locations 
and start thmlting of the prot>- 
lems that I'd like the player to 
overcome and son^ of the ways 
I'd like to see him solve it. 

'Some of the more wicked 
things I've done is put in a prob- 
lem that might have seven or 
eight different solutions, but 
when you get to the end only 
one solution was allowed. It's a 
matter of balancirig. SorcBfvr of 
Cfaymore Castfe was unique in 
that respect. You're casting 
spelts and you can use spells for 
a lot of diHerent thirvgs — for 



example one spell might open 
anv door; the trick is to find the 
right door to open with it. 

'Another thing an adventure 
should have is the ability to give 
the player soma mn of clue so 
that techniCAJity. if the player is 
cleverenoughtofigureitoul.it's 
possible to play an adventuie 
without dying or losing points 
from the very beginning to the 
end. If you're really clever 
ei^ough, all the clues should be 
there from the start — that's 
hard to write. To my mind, that 
makes a better adventure. In 
other words it's not a case of 'if 
he opens that door a brick's 

Soing to fall on his head and lull 
im' — thai woukj be unfair of 
me. There should be a way of 
letting the player know ahead of 
time, of giving hirn a Chance — 
there might be a glass panel 
above the door for instance, and 
if he's smart enough to look first 
through the panel, then he'll see 
the btick up there. If he tust go«t 
charging in and gets killed, well 
that's his fault!'' 

Is it really a game between 
you and the adyenturer? I'm 
trying to give the player ail the 
clues he needs to solve the prob- 
lems, but I'm also trying (0 do it 
in such a way that I going to — 
nal conAjse him, but send him 
off on the wrong path de/iber- 
BteJy, and give him a red herring. 
I want to put the correct clues 
there, but I want to make it inter 
esting enough so thai the player 
doesn't solve It the right way the 
fjrst time ' 

So what does the man who 
has turned from a self confessed 
computer junky into, arguably, 
the world's leading adventure 
writer, do to relax? 'I keep salt 
water fish — from octopus to 
trigger fish, ar>d I have seven or 
eight tanks in my home in 
Florida. It takes a great deal of 
care to keep salt water ftsh alive 
and prospering, H's the first 
hobby I've had for ten years that 
has nothing to do with com- 
puters. It started when I walked 
into a sett water fish shop and 
just seeing it all there They had 
a great tank of invertebra« and 
there was an octopus in there — 
I was just fascinaied. So I started 
looking at what it takes (o keep 
an octopus alive. So far I've 
ctona very well — my original 
QCtllfHis is still thriving. I find it 
profoundly relaxing — the 
animals themselves are just 
gorgeous. In the beginning I just 
sat For hours looking at the tank 
with the water bubbling." 

How do his wife and children 
cope with him spending hours 
glued to a computer, writing 
adventures? 'My wife is the Cor- 
porate Vice President of the 
company, and she handles most 
of the business — she enjoys the 
fish too so we have close inter- 
ests and it alf works out very 
nicely. I have two daughters and 
a son, the eldest <$ six so they're 
not ready for my adventures yet. 
but my eldest daughter plays 
alphabet oannes on the comp- 
uter already, so I have hopos^ . . . 

And there we had to leave it. 
Mr Adams had promised to do 
some shopping in Birmingham 
city centre that afternoon, arvd as 
a good father couldn't tat his 
daugfitar dowtt, 




WHEN THE LEVEE BREAKS 



In February a Green paper, 3 discussion documefrt, went 
before Parttament which proposes the levy of 10p on an 
audio tape and 25p on a wfdeo tape. The reason? behind this 
unwelcome addition to personal finances lie in the estimated 
65 miliion LPs lost every vear to the illegal taping of music 
and startling statistics which suggest that up to 90% of blank 
tapes are used for rfiproducing copyright materiaL 

Could I take this opportunity lo put a veice to what manv 
must think of this bill, that it is ill-concieved and insensitive. 
The loss of LP sales is a very difficult commodity to quantify 
as the figure assumes that a fair proportion of those who tape 
LPs would have been prepared to buy a good number of iheif 
taped collection, My own experience, and that of many of my 
acquaintances, does not bear this judgement out, Before 
looking at the biFl's effects on computing let us first analyse 
another vested interest which has called for the levy 

Vndeo cassettes are used to tape TV programnnes more 
conveniently viewed at a later time> tt is hard to visualise 
exactly where the TV companies are losing out. The idea that 
taping reduces the l^ife span of a TV programme as it reduces 
the number of occasions on which it can sensibly be repeated 
is not borne out by the facts which relate an increase in the 
number of repeats since the meteoric rise in video recorder 
sates. It is true that three years ago, say, atl blank tapes could 
be used for were dictating machines or copying but now a 
significant number are used in the home computer sector, for 
example, in the legitimate acts of saving adventure games or. 
For that matter programming itself {the pile of blank cas- 
settes which build up developing a complex game can grow 
tnowlibly high). 

So the question is, how is the money raised by the levy to 
be split between the music and computer industries and if the 
Government seriously intended to include the computer ind- 
ustry why srediscs and microdrives not included in the bill? If 
money is to be appropriated to the computer industry how 
will distribution be achieved arriongst all the companies 
vying for a share of the proceeds when some are reticent over 
sales figures and other distort figures up to a factor of ten? 

ft would seem this bill could end up as a direct tax on 
adventuring with the levy (which amounts to a fine) being 
added to the amount already allocated in the price of advent- 
ure 9am as to offset the pmponion lost to illegal copying. The 
bill IS an insult to all those who have never made an illegal 
copy of 3 computer game. A law which assumes everyone to 
be a criminal and punishing everyone as such will set a bad 
precedent and is the equivaTent of imposing a levy of 20p on a 
gallon of petrol to combat speeding. 

By imposing this levy the Government would t>e virtually 
legalising the copying of copyright material and instill a feei- 
irtg that has it that, since the levy has been paid then it must 
now be all right to copy. In short, if you've paid tbe fine you 
might as weircommii the crime. 



THE 
HOLLOW 



Producer: Giteoft 
Retail price: £5.50 
Language: Quill 
Author: TDavie« 

If you are impressed by 
official endorsements then 
perhaps you might like to 
take a look at this latest 
Quilled game which is 
marketed by nonoiher than 
the originators of the advent- 
ure aid themselves — 
Gilsoft. It's not long after 
loading that you see why 
Gi [soft had a high regard for 
this particular attempt: the 
presentation is very distinct- 
ive with good use of ail the 
Spectrum colours and using 
flash to distinguish those ob- 
jects which may offer the 
most assistance. The locat- 
ion descriptions are long, 
detailed and full of atmos- 
phere and interest and, at a 
time when adventures incr- 
easingly appear more awk- 
ward and demanding, this 
orte merrily flows along. 

Walking along a cliff- top 
path back to your holiday 
note! you wonder at tt>e 
length of a so^alled shortcut 
from the beach. As you enter 
a hollow the hot summer 
breeze turns cool and as you 
clamber out things have 
changed around you so 
markedly, well, you must 
have chanced upon a time 
warp and an adventure quest 
(hence the title). 

You are transported long 
ago to the time of wizards 
and magicians followir^ a 
waf between an uncaring 
Lord of the Lands and its 
people. The Magician the 
people turned to was no 
better than the Lord, casting 
a spell over the land impris- 
oriing all light and darkness 
within a perfectly round 
stone. Splining the stone 
into two, the Magician 
placed the Darkness into the 



larger fragment and the 
Light into the smaller. Find- 
ing where each lies and join- 
ing them would break the 
speff. Not only must you find 
these two parts of the stone 
but etiSQ the seven fragmenis 
of a magical medallion hid- 
den in the mysterious land of 
Moylsn, to be ioined with the 
3 fragments gwen you at the 
very start. Then you can 
enter the Wizard's Tower 
and free the land of Moylan 
from the Wizard's spell and 
so return to your own time 

There are two aspects of 
this game which are unusual, 
but pleasar^tly so. You meet 
the first very quickly from the 
start whereby you pick up 
the three fragments of the 
Moylan Medallion automat- 
icaiiy on visiting the location 
and this sort of automatic 
action occurs in one or two 
other locations further into 
the adventu re. This I feel is a 
good point as it saves typing 
time involved with the obvi- 
ous and it gives the game a 
racy feel. The other surprise 
is the length of the descrip- 
tions resulting from the ex- 
amine commend whose 
power is enhanced through- 
out leading 10 all so rtsof sud- 
den and unexpected 
happenings, (As a let down 
from the continual stream of 
happenings EXAM DOG 
brings about a delightful 
non-event). 

Heading south from the 
hollow you enter a woodland 
to the east side of which is a 
well and a message Curi- 
ously, perhaps due to a 
shortcoming in The Qutff its- 
elf, you cannot read the mes- 
sage and the program is leh 
to direct your efforts towards 
examirting the message. 
More curious still l^s on exam- 
nation a sudden breeze 
blows the message away I 
Offshoots lead to the ancient 
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AFGHAN ATTACK 



Producer: Southern 

Software 

Retail price; £7.95 

Language: Quill 

Authors: Mark Phillips 

and Andrew Graham 

Afghan Attack is a reason- 
ably topical adventure Qffer- 
ing something a littie diffier- 
ent with special features in- 
cluding communicating 
aliens, control over their 
activities and real -time simu- 
lattonn 

The title does not refer to 
an allefcatjon with man's 
best frtend on Hampstead 
Heath but to that more 
distant turmoil the stomping 
ground of ITN film cre^ws 
who remind us every other 
day what might hapF>en to us 
were we ever fbolis^h enough 
to construct the channel 
tunnel, The funny thin^ is, if 
things get any worse in our 
once homely islands the 
Russians wouldn't even be 
interested — although all 
those Japanese video recor- 
ders miight prove u&eful for 
videotaping Russian 

parades 

Anyhow, back to Afghan- 
istan which is slipping down 
the news charts lit now fol- 
lows Princess Di's hairdo} 
after briefly hitting number 
one when the Ru$kies deci- 
ded to stretch their tags a lit- 
tle and stroll around Asta. 



The 9a Hie is set deep within 
trouble torn Afghanistan 
where the invading Soviet 
army is in a desperate battle 
with the stubborn Afghan 
rebels. We are told on foad- 
ing 'this adventure is purely 
for entertainment. The plot is 
based on total fiction and 
holds no political or educat- 
ional bearing whatsoever.' 
This is the stuff — pure 
gobbledegookski and anti- 
propadarnosk — you'll leave 
this program as precisely ill- 
informed as when you enter- 
ed i-t — super f Not quite 
though, the instructions 
which load separately before 
the game must be some of 
the longest on record, and in 
the style boring radio sta- 
tions have made their own. 
one sc ree n is devoted to ded- 
ications including one Bilbo 
and a Longfellow. 

A request has been put to 
western govemments by the 
Pakistani leaders seeking 
intervention due to the incre- 
asing numbers of Soviet 
troops massing on their NW 
border with Afghanistan. 
The western leaders meet in 
Paris to discuss the crisis and 
after intense negotiations 
send a crack force of highly 
trained men to heacToff 
Soviet movemeni on the 
eastern road out of Kabul, 
You, the Commander will 
lead fifty British Para- 
troopers (including ten 




town of Moylan, and a 
location described thus, 
'Every waH in this dingy 
room is covered bv shelves, 
Bottles containing differ- 
ently coloured liqutds sit on 
the shelves and on the floor 
beside a stained work 
bench*. There are also some 
bars of gold lust waiting to be 
picfcftdup. 

The HoUow is a very fast- 
paced adventure with the 
fast response time taking 
you rapidly to useful objects 
which flash invitingly. The 
examine command is pow- 
erful and leads deeper into 
the plot. The instructions and 
Storyline are full, coherent 
and imaginative. One of the 
better Qu tiled games from 
the plethora of look-alikes. 
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COMMENTS 



Oiffkuttv: quite easy 
Graphics: none 
Presentation: very good 
Input facility; verb/noun 
Response; instantaneous 
Genera) rating: good 
imaginative adventure 



Atmosphere 


9 


Vocabulary 


S 


Logic 
OeBuggiFig 


S 

10 


OveraJI value 


8 



under your direct command) 
and five Officers. The 
adventure consists of two 
parts where part two begins 
north of the camp in part 
one, and on request South- 
ern can supply a clue cheat, a 
list of objects and a compiete 
list of the vocabulary. 

Vocabulary is verb/noun 
but with some notable 
exceptions. Communic- 
ations can become quite 
involved with constructions 
such as SERGEANT GRANT 
OP€N FIRE and LIEUT- 
ENANT TRAVIS ATTACK 
HELICOPTER or even 
CORPORAL MARSH FIRE 
BLOWPIPE, DISTRIBUTE and 
DEPLOY are (UiTther refine- 
ments to the active battle- 
field scenario where 
DEPLOY allows you to detail 
your men wherever feasible. 

Instructions before 

programs are tolerable 
unless, as in this case, they 
are overlong. In fact you 
must load up part one of the 
ganne once you've loaded up 
the instructions. This means 
it is not easy to lock up an 
aspect you may have forgot- 
ten and, of course, neo^- 
sarily increases loading time. 
Instructions, feally, are for 
covers with perhaps ^me 
salient points precised into 
the program. Here we have 
verbose volumes within the 
program in a throw back to 
1983, 8 la Tim&g&te. The 
program claims a friendly 
vocabulary but is about as 
friendly as a Russian entre- 
preneur denied his full quota 
of blue jeans. LEAVE or GET 
OUT would seem too 
straightforward and you can 
only disembark the heli- 
copter by resorting to JUMP 
OUT (still, could be worse, 
how about (^ISEMBARKU 
and why is it seemingly 
impossible to get back into 
the helicopter. Unfriendly 
moments can be lightened 
With prompts to coax the 
player into the right area eg 
THY TO REMOVE COVERS or 
something to that effect but 
this program provides no 
such assistance. 

tt would seem Quilled 
adventures share this 
vocabulary problem to a 
large extent where, comp- 



ared to programs written 
without the aid, they do not 
offer as many verb/noun alt- 
ernatives for one action. 
Often a Quilled game will 
allow only the one verb/ 
noun combination for any 
one action. Hence the heli- 
copter problem here. 

Afghan Attack offers a very 
different challenge to the 
norm and appears well- 
written with 3 good te»ft. The 
atmosphere is built up con- 
sistently with Mt6 machine 
guns and ammunitions, 
ayonets and grenades, and 
this is cemented by the feel- 
ing of power from your con- 
trol of a large body of men 
and their ofncers. If you grow 
tired of the traditional ad- 
venture and can overlook an 
obstinate vocabulary then 
this program is well worth 
the (rather considerable! 
effort required to unravel 
what is a very complicated 
plot- PS Isn't it (unny how at 
school you do a soppy 
language like French when 
Russian is what you're aftef? 
Now pass that 'Get by in 
Russian' book here and let 
me look up 'No missiles here 
- we're a nucl^r free zone'. 



COMMENTS 



Difficulty: quite diffioi It due 
to wording 
Graphics: none 
Presentation: good 
Input facility: very fast 
General rating: quite good 
but possibly a bit expensive, 
especially for a Qui lied game 



Atmosphere 
Vocsbularv 
Logic 
Debugging 
Overall value 
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VILLAGE 
UNDERWORLD 



Producer: Orpheus 
Retail Price: £ 
Language: QuitJ 
Author: Keith A Psirocti 

Tbff Viftsae Underworld is 
another uuilled game that 
offefs something special, not 
in any new or radical feature, 
but rather in one of the few 
departments of inrtovatron 
left to the Qufffed game, that 
is, the storyJine. NtOt only is 
the story good but it is told 
ovar a large 150 locations. 
The vocabulary li$t«d on the 
cover is a good start for what 
turns out to be a rather 
enioyable ganne. 

TOO are sitting at home 
one day reading the news- 
paper when a headttne 
catches your eye: 'Great 
Find of Treasure at Sleepy 
Village', ReadtrKj down the 
column you firvd several 
items of great value have 
been discovered at the vill- 
age whose narne is strangely 
unfamiliar. The next evening 
you drive there and stop out- 
stde the village hall. It if here 
you start your adventure 
with the torch from the car, 
and in good old adventuring 
tradition, ii isn't long before 
you have to switch on. After 
getrmg it on R for Redescribe 
replaces 'Everything «s dark' 
wJth the location descnption 
for whichever position you 
have stumbled mto- To com- 
plete the ^ATrm you should 
collect 20 Items of treasure 
and drop them into the boot 
of you rear. 

The most endearing feat- 
ures of this game are those 
subtle qualities of all well- 
<li^gned adventures 

namely, interesting location 
descriptiions set within a 
fascJnatirvg plot laid out upon 
a credible map. In this case 
the layout is exceptionally 
intelligent where you quickly 
find yoursetf engrossed in 
your surroundings because 
they are so believable, with 
no dire discrepancies to 
puncture the pkit as in lesser 
games. Much as you mtght 
expect there is a stage and a 
smalil office within the village 
hall, a large fanT> on the east- 
ern outskirts of the village 
complete with fields, bams, 
farmhouse and meadow. 
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and to the north a dusty track 
leads to an old mine W4th a 
miner's shade close by. 
Further into the adventure 
the premises of the Diehard 
Meat Packing Co. provide a 
lot of worthy puzzles, and not 
onty is the layout credible 
with the small of meat lead- 
ing you into the freezing, 
processing and grading 
departments land the smell 
of old books and leather lo 
the company lawyer J but it is 
ever so easy to get arour>d 
with the ingenious lih ■ CL 
calls the lift and the numbers 
T to 6 select a f^oor for further 
investigation. This is not the 
only novel feature as in a 
hollow you meet the sign 
'Danger UXB Follow the 
arrows 88597757575678' 
which somehow leads you 
through without the report 
'You have been blown to bits 
by an unexpioded bomb! 
Newt time watch where you 
stick your big feet! I ' 

The distribution of items is 
also commendabty sensible 
and atmosphere-cheating 
with dyrrarnite and a long 
fuse in the miner's shack, a 
fur coat a1 the back of the 
hall, and a heated brazier in 
the ntght-watchmani s otftce 
(strangely enough, the 
watchman doesn't catch you 
- unlike the thief in the cave 
system). In the north end of 
the village hali is a small 
office where you frnd a gas 
mask and a filing cabinet. 
Here the program shows its 
friendliness by accepting the 
first four letters of either 
CABINET Of FILING in the 
construction OP€N CABINET 
whereupon R for Redescribe 
reveals a paper lying in an 
open ftting cabinet. GET 
PAPER followBd by READ 
PAPER gives a cryptic mess- 
age whfch makes little sense 
but apparently could be 
helpful later on. In these 
ways this game climbs 
above the poorer Quilled 
games where too often 
actions are not reflected in 
the descriptions. These 
seemingly small points are 
vital to adventures which 
purport to be alive and inter- 
active as it is this vibrartcy 
which separates a computer 

I game from an inanimate 

I novel. 




The vocabulary is except- 
ionally friendly for a Quilled 
game and noticing endears 
me more to an adventure 
than a friendly vocabulary. 
Think of any oorrwnon words 
at any juncture tncl you blink 
in disbelief as you zip along 
to the next location such is 
the conditioning for disap- 
pointment after playing so 
many unfriendly adventures. 
This game Is determined to 
let you through to solve the 
puzzles and not to waste 
time matching words. Super. 
These points, together with 
that li^ of words on the 
cover, makes this game \he 
tops for friendliness. 

Although the game does 
not have long location descr- 
iptions except the first)' and 
its examine command can 
only be descritied as inoper 
ative (since if afways results 
in 'Can you be more spec- 
ific'! it seems surprisingly 
resilient to these drawbacks 
such is the undoubted 
strength of its good points. If 
you are havtng difficulty 
earty on perhaps you've for- 
gotten to wear some of the 
rterns you are carrying, I par- 



ticularly like the diHenng, yet 
similarly cruel deaths inflic- 
ted by the seiver cold, and in 
one instance gas, in the Die- 
hard Co. buildings. What you 
will find playing the game is, 
thankfully, that you are able 
to ptay through the branches 
in any order as much of the 
adventure is open to inves- 
tigation right from the start. 
Clearly the adventure has 
been designed with an ey 
on just how players might go 
about tackling JL 



COMMENTS 



Difficulty; Relatively easy 
Graphics: Nona 
PrMentat»on: 8lack on white 
with little use of colour. 
Rather poor. 

Input Facilrty; Verb/Noun as 
all Quill games 
General Rating: Worth 
exploring, especially for the 
novice adventurer. 

Atmosphere 7 

Vocabulary 8 

Logic 8 

Debuggmg 10 

Overall Value 7 
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When the 
music stops, 
the mystery 
besins,.. 
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Producer; Arctic 
Computing 
Retail Price: £S,95 
Language: Machine Code 
Autnor: Dawe Stone 

Arctic Computing, although 
ofian distracted by the arc- 
ade sector, stHI churn out ad- 
ventures like so manv ham- 
burgers from a takeaway. 
Arctic's large catalogue of 
competent and difffcutt ad- 
ventures have not kept pace 
with the marko^t where rivals 
have t>een ctuidker to innov- 
ate and refine their product. 
This game, again, is com pet* 
em, with fine graphics and a 
fast response, but perhaps it 
ts more correctlv described 
as pedantrc rather than drflic- 
uit. 

You, Captain Ferret, are 
circling a strange planet 
wherv you take a direct hit 
and, courageously abandon- 
ing the crew to tfieir fate, you 
parftchute to the relative 
safety of the planei's surface. 
Here you begin the task of 
coUecting the very important 
equipment scattered abciut 
in the debris. 

Not much of a storyline 
admit Arctic humourously 
ar>d, well, at least they are 
honest ^t\^ don't go on try- 
ing to prop up a plot that 
never existed. To cut a short 
story even shorier the )oc- 
ationsare divided into an A,:- 
tec ssdoi' and Hyper dome 
area. I hope this isn't one of 
those revie^^ \A/here you try 
and make sense of the quest- 
ionable bits and pieces of a 
pr^j^JOduction cassette only 
to find aH explained about 
tvvo months later in the main 
body of the magazine. I can 
see it now, Dead at the Con- 
tfofs ts a superb whimsical 
piece, so humourous, so 
inventive relating how a 
Captain disguised m a ferret 

goes about proving rhe link 
etween anxiety about hsir^r 
legs with the lack of trouser 
bottoms in pre-Socratic soc- 
iety and how this ail relates 
to the artifictal propagation 
of plants. 

Ar>y1hir>g is possible in 
computer software but I 
think it unlikely that a plot like 
that above will hatch out in 
this case. 
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The face the 9am e pres- 
ents to the worU ts attractive 
with a likeable loading 
screen followed by great 
graphics, although many on 
the forest theme are repeats, 
as are the pictures of the 
hyperdomes. One slight irrit- 
ation in design is the use of 
large block capitals which 
ate difficult to read wt>en 
compared to their lowercase 
brethren. The plot, or theme 
for that matter, remains 
obscure so I'll move straight 
onto the vocabuiary. Aias, 
the vocabulary is most un^- 
helpful with one or two spec- 
ific examples coming to 
mind though the problem 
runs right through the adv- 
enture. Finding a mousetrap 
to deal with the mouse you 
enter GET MOUSETRAP but 
the program will only accept 
GET TRAP. Similarly GET 
HELMET rather than GET 
SPACE (HELMET} yet just as 
you were coming to terms 
with the dialogue it, on one 
occasion, chooses to accept 
the obvious: GET GEIGEFI or 
GET COUNTER are both 
accepted- Were this not 
awkward enough some of 
the verbs needed are ridicul- 
ously obscure No ticking off 
for giving this one away. 
How about BAIT TRAP where 
SET TRAP is fwt acceptedl 
The examine commaf>d is 
dormant and results in 'You 
don't see much'. Generally 
speaking, input is only 
accepted for tKe furtherance 
of yoor immediate task and 
there are few sidelines, 
humourous or Otherwise. 

I have said thai this game 
has no discernible ptot and 
this is true but it does have a 
thread running throughout 
in the form of a teleport 
machine. This machine is 
called by an object often 
found lying around on desks 
where calling the machine 
involves guessing which 
number to press and the loc- 
ation where you shoutd 
press it. This is not so easy 
and soon becomes a chore. 

Artie have produced a 
passable adventure which 
Sports super graphics but is 
lacking in those ingredients 
that go to make a memorable 
game. Two comments best 
sum it up. tn tfie first tocaiity 



READ SIGN brings the retort 
"Abandon ail hope etc" and, 
when caught out by the 
constant number pressing to 
summon the teleport mach- 
ine it is worth remembering 
this game has the most effic- 
ient QUfT I have come 
across. No series of Y/N 
hurdles to negotiate. QUIT 
and enter sends you straight 
back to the first location in 
record time. 



COMMENTS 



Difficulty: very difficult due 
to pedantic word-matching 
Graphics: on some locations 
and good 

PresematJon: quite good 
although graphics scroll off 
Input facility: verb /noun 
Response: very fast 
General rating: lacking in 
atmosphere 
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FUNHOUSE 



Producer: Pacific 
Software 
Retail price: £5,95 
Language: Quilf 
Author: Unknown 



If you take satisfaction in the 
journalistic expose based 
upon hours of painstaking 
investigation and the dog- 
ged tracking of hot leaos 
then you will revel in the 
knowledge that this game, 
despite some of the more 
elatKjrate devi<^s of conceal- 
ment, can now be exposed 
as a Quilled game. 8ut let me 
immediately deflate the 
impact of this news. Far from 
hours it really only took me 
minutes to coiTke to this con- 
clusion and further, although 
Quilied, this game departs to 
such a significant degree 
from earlier Quilled advent- 
ures, it would be most unfair 
to write it off as yet another 
adventure clone. To make an 
impact this type of game 
must offer something new in 
the way of theme or interest 
and I think here we have an 
original work and a consist- 
ently well -executed concept. 
The story on the cassette 
inlay is a teeny bit garbled so 
I think vn feed it through the 
journalese machine which 
crunches up all the words 
and blends them into a soft 
gooey sandwich spread 
fstretchingall the facts in the 
process). The scene of the 
game is the okl abandoned 
amusement park of Fun- 
house (abandoned amuse- 
ment parks, like phone twxes 
that work, are things which 
have no parallel in the real 




world}. Now, let's throw in 
some aliens to spice things 
up, a sprinkle of zombies, 
three doltops of green slimy 
dwarf, mix well and top off 
with a powerful brain to run it 
all and if this software takes 
off perhaps some American 
Film Financier could use 
material lil^e this to produce 
the hit of S6. Herman Hemiit 
must produce the sound 
track bul (like the original?} 
he is half insane and talks in 
riddles. 

Your quest is to search lor 
and destroy the alien's brain. 
Two objects are most impor* 
tant to tne quest. The Golden 
Mask, said to be in two 
pieces, which will prote^ct 
you should you gaze upc^ 
the brain. The Goldert Key is 
sa»d to have the power to 
take the life force from the 
brain. This adventure will 
take the utmost care as the 
green slimy dwarves, or 
Gromuts. have created traps 
of the most despicable 
nature which will often result 
in an early death. 

Let's have a look at how 
the game plays. 

Once you get over the iron 
gate at the start and illumin- 
ate your way with the torch 
of Herman gives you (it mtist 
be night — eerie) you will 
find a very targe adventure 
ust waiting to be explored. 

e overair lay-out has been 
wellthoughtth rough a nd the 
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distribution of objects intel- 
ligent and logical — search- 
ing around the old ticket 
office turns up a ticket which 

{)TOve$. useful for on& of the 
airground rkJes Jater on. 
Examine and search are 
sinnost always useful to the 
ertent where if an inquiry 
comes to nought it might 
well be only the wording 
whtch n&eds refinement to 
bring some new facts to 
(tght It ts worth noting that 
search is distinct from 
examine to the extent 
SEARCH CHAIR brings a tess 
than useful response while 
EXAMINE CHAIR reveals the 
goodies. The rest of the 
vocabulary is friendly and it's 
worth being persistent as 
often only the correct (but 
mostly obvious) word is 
Accepted eg EXIT takes you 
OUE of the old ticket office 
caravan while OUT leaves 
you fJummoxed amongst the 
litter of old ticket stubs. 

The storyline is interesting 
and most luckJ and after 
much playing threads begin 
to come together to lie up a 
coherent prot For example, 
what would you make a 
badly scratched and chewed 
kennel, a snapped chain and 
a discarded bone^ Almost 
everyttiing you meet can 
work or snow ^>me anima- 
tion. The varvdalised tele- 
phone box responds to 
ANSWER PHONE and the 
rust remover does indeed 
remove rust, but in one inst- 
dr>ce ends up in one of the 
many instant deaths where 
once you realize your fate it 
is too late^ (Incidentally, it's 
GET RUST REMOVER and 
not GET REMOVER). One 
hem I couldn't get to work 
was the bra^ machine with 
a harvdle on one side — a 
shame since it turned out to 
be a 'What the butler saw' 
contraption. 

The graphics, where they 
occur, are simple either 
UEJng repeated formats or 
amounting to no more than 
the odd signpost pointing 
the way and represent the 
bare minimum for the gen- 
eric subscript 'graphic ad- 
venture'. Like the rest of the 
program, the response lime 
for the graphics is very fast 
and ttiere's very little to pre- 
vent you shooting around 
most of the adventure from 
the off. Who knows, if you 
can deal with the malevolent 
attentions of the three 
GromutSr Beltsnog, Ristlig 
and Talsnic (usually first 
encountered when you pick 
up food dropped by Hermanl 
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you might have a creek at 
getting through in one long 
session. Most though will be 
defeated by the sheer length 
of this one. 

Funhouse is an aptiv 
named program as it does 
indeed put some of the fun 
back ir^to conniputing, not so 
much through silEy fokes but 
via a good imaginative plot. 
The game is quite long with 
most locations opened up for 
exploration right from the 
start, a System which offere 
the interest of having many 
problems to solve at any one 
time. An amusement park is 
a super setting and y*3u do 
get the feeling of having the 
run-around of a park and all 
that entails. Great fun. 

COMMBNTS 

Difficulty; moderate 
Graphics: some primitive 
illustrations 
Pirasentation: good 
Input facility: verb/ noun 
Response, very fast 
General rating; quite good 
and original scenario 

Atmosphere 7 

Vocabulary 8 

Logic 6 

Debugging 10 

Overall value 7 



THE 
TRIPODS 

Producer: Radshift 
Retail Price: £12.95 
Language; BASIC with 
some Machine Code 

How far should a re^viewer let 
the reader progress through 
a review tefore unleashing 
the line ihgt $ays it all; it is 
one of those unfathomable 



questions. I could begin bv 
saying how interested I was 
in the game having seen (he 
rather curious television 
series, But it was The sort of 
television programme that 
drones on in the backgrourrd 
while you busy yourself 
making a large pot of tea, 
and as slowly as possible. 
Sitting drinking the tea you 
began to realise Tripods are 
harmless, it is the television 
that does all the fate- 
capping. 

Well, here is that line I was 
on' about. The Tripods com- 
puter program is harmless 
and in the worst possible 
sense — it won't have you 
engrossed while you should 
be snoozing with a steaming 
cocoa in front of Sergeant 
Bilko hand The Weatherman 
(in ce&e you don't watch TV, 
and haven't yet been cap- 
ped, these are two separate 
proprammes!) 

It s not the packaging that 
is amiss, very sleek in fact, or 
the instructions, the stylish 
booklet is eminently read- 
able, or the competition 
which beckons with CSQQ 
worth of software or hard- 
ware of your choice. No, 
you've guessed it, it is what 
IS on thai piece of brown tape 
revolving within that block of 
plastic that fits snugly into 
your cassette recorder which 
1$ what leaves vou as sunk as 
a twO'leggoHd Tripod. Never 
mind, do read on, if onJy to 
find out what dubious pro- 
jects the BBC will endorse 
these days. 

You can cho<%e any name 
you can think of for your 
character who, after crossing 
over from England havirvg 
been recruited by Ozyman* 
dias, starts from one of the 
French ports (Dieppe, Le 
Havre etc.) to get to the 
White Mountains in SB 
France to help the (free men 




defeat The Tripods. Having 
noted the TV series only for 
its ren>arkable plagiarism of 
War of the Worlds, its long 
silent passages interspersed 
by futuristic (Dr Who) music 
and laboured dialogue fit for 
a tortoise's comir>9'Of-age 
party I couldn't tell you 
whether this is true to the 
leleviston programme, but, 
come to think of it, there was 
a French geezer. 

The booklet goes on to 
warn of the dangers posed 
by the terrain, weather and 
The Tripods. This sounds 
about as exciting as a trip to 
see Hartlepool's Uni:ted v Re- 
election Town or a Bosworth 
High Parents' Evening but 
the sad point is the game is 
even more boring than it 
sounds. Take your battle 
with the terrain which trans- 
pires to be no more than the 
computer coming up with 
'You cannot move the re' Far 
from having the eight com- 
pass directions from which 
to choose you often find 
yourself guided towards a 
choice between two direc- 
tions, and sometimes tun- 
nelled into just the one( If this 
one represents an invasion 
of France then here we have 
a game that steps off the 
ferry at Dieppe only to sink in 
the marshes around 
Cherbourg, 

On the journey across 
France you will need to eat 
wellandtocollectonly those 
items really needed as too 
much weight will slow you 
dowri and you might never 
reach the mountains, When 
you begin a new game you 
can enter the names of up to 
four players. The structure 
proves highly elastic and 
allows the deletion of any 
players who do not wish to 
continue, suspension of any 
who can't play just at the 
moment or the addition of 
8f>y to make up the four on 
restarting an old game. In 
areas like these — offering a 
team game and a sophistic- 
ated array of options — this 
program shows some of its 
class. 

Apart from the black 
guards, who will arrest, tjsat 
and possibly report you if 
caught, your main advers- 
aries are those hu^e metallic 
beasts resembling 50's 
d^cor breakfast stools. Every 
time a Tripod sees you, your 
immunity to being capped 
may decrease and should it 
fall to zero you may well be 
capped, thereby losing all, 
(Incidentally, 'cappecT is 



somethino dreadful and 
fefers to the feeling you get 
when you are the only one 
wearing his cap On the first 
day at the tocal, posh, public 
school). It you want to move 
on ar>d there is a Tripod 
nearby you will always be 
noticed, and posj&ihly 
capped, unfess you first 
press T allowing you the 
options of either hiding, or 
disorientating The Tripod by 
jamming its communica- 
tions with a radio or dazzling 
it with a stratdgically placed 
mirror. 

If the screen layout resem- 
bles Lords of Midnight <or 
rather, Doomdark's 

Revenge, as the shading for 
the sky is very similar) then 
ttist can hardly be a bad 
thing given that game's uni- 
versal appeal. fh& Tripods 
has a '^er^ pleasing appear- 
ance, the sort that lends itself 
well to colourful screen shots 
in glossy magazines with 
trees in full blossom, fields, 
marshes and farms, wird- 
mills and ruins, castles and 
small towns. When the day 
clock at the bottom of the 
screen runs out you will be 



forced to camp until the next 
day, our food then goes 
down while you eat and your 
health improves with the 
rest. At the end of the week 
the items you are carrying 
will be e»(amined and the 
worn out or broken ones 
thrown away. Atso, all four 

? layers receive an update. 
he next players then get a 
turn where even If they fol- 
low the same route may 
meet different people or ex- ' 
perience greater success 
than yourself. 

This is the paragraph that 
has our Tripod hopping on 
one leg. This gann^e is so slow 
you become aware of grass 
growing and the vastness of 
geological time. It thus joins 
the burgeoning populace of 
the home for geriatric games 
and its founding member, 
The Wrath of Magra. After 
five minutes you becofne 
lethargic and disinterested 
as if sitting in one of those 
interminablecollege lectures 
where everyone falls asleep 
to the metronomic chantings 
of the ranting crony at the 
front. This simile is most apt 
as it is the feeling of non- 



involvement which strikes 
you about the game. Move- 
ment is often restricted, 
choices in any one frame are 
between pickir>g up an item 
or not, or talking to a stranger 
or not and the results of your 
actions are similarly hit Or 
miss. Arbitirariness and a 
deep detachment win the 
day, so much so that even a 
dedicated reviewer cannot 
muster the patience to d>eck 
whether this game really 
expects th^ree people to sit 
and wait all that time while 
one person completes his 
moves. 

The Tripods is a refll-time 
game but this feature is rend- 
ered almost useless since it 
is painfully slow due to much 
of its action relying on 
BASIC. Its complexity does 
not warrant the label stfat- 
egy' and there is little left to 
do but choose between 
move, eat, pick or eKamine 
pack when the program 
eventually delivers a prompt 
for you to do something. The 
Tripods is somewhat similar 
to the strategy classic Lords 
of Midnight but does not 
offer as much flexibility in 



movement, as deep a pers- 
pective a landscape or reas- 
or>s to choose one direction 
over another. To the extent 
Doomdafk's Revenge expan- 
ded upon a tried and tested 
theme, The Tripods tioes not 
develop the television series 
to its full potential and pafes 
in comparison. 

COMMEm'S 

Difficulty; £asy to play but 

wi 1 1 probably take a white to 

complete. 

Graphics: Quite good 30 

Kerspective as in Lords of 
tidnight 
Presentation: With text on 
both top and bottom of 
oraphics. rafthiwmewv 
Response: Very slow, has 
you continually prodding 
keyboard for a response 
CkKimal Rating: Although it 
takes many ideas from L of M 
it is a bore. Overpriced, 



Atmosphere 
Vocabularv 
Logic 

Debugging 
Overall value 



6 

N/A 
5 
9 

4 
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OUT OF THE SHA 
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RICHARD WOODWARD and ROBERT 
WALLER are between them Mizar, the people 
behind the CRASH Smashed OUT OF THE 
SHADOWS which Derek Brewster thought 
wa& the best arcade adventure he had seen in 
a long while (see December Issue}, 



m 



Oyt of the Shodtjws is their first 
pame for tho Spectrum — or 
mde«d fof any mtcfo — af>d il 
was developed from a versi'C^fi 
writtetii by Richard on a Untvac 
SOTTW hjur y^ara ago. Richard, 
an ai>plic3tions programoier 
specialising in CDBQL padtagw 
— and incidentallv • wan •MfO' 
nomier — tesmedup viHth RolMSft 
wtM) hK be«i wforltiftg 'at ttw 
bits and byles level for years', 
writing operaling sysfam* and 
oommiinjca||in*! Mjtiwafe, 
again for isfgemachlnosToliiTtg 
over a dining room labls and 
coivoring U wiui little more thai a 
couple of SiM^cirums^itoBy set t& 
work la$! year to cdfi^fcrt Rich- 
ard 5 original gam' -i 
SpACtrum 

A» you " 

was a fiii' i^^n u> 1^ .) 

down to b© done *- tn < 

momhg wort Otit of mv ^i/s^d- 
owf had been oompt#1«lv '•' 
w rnteratcih, vyithalithp 

&< 1-9 und ^ing totelly- 

rww. Tite finUtie<> progrjun 
boasts 8 number o( sieiy or^rn^l 
graphk^ ideas to db wuh the 
casting of fthadowa tl^unc^ its^ 
titte) For instance the h^hr thai 
your tantarn cwts orily illumift- 
ates a part of the £ic:rG«n; as tho 
oil in Y<nir l«n(em ruft* Oin ' 
p&o\ of light it casts Qra*: 
contracts before vou'i« pKu^ 
into total darttnMar The^riplw: 
jstda of pfOdrammini; 
imporranf to Wiljsri 'W 
of the pictures vwe %vaiiitfU. tpH 
therri working arHl then iwiGfe 
the siorv around iham,' ffiehsid 
ettpta^na. 

Th« front line of cx^mputar 

graphics ^s nor---" j, __ .^ .^ 

bo tho pf^s* I 

corn ponies as Lucaiiiirris ut ^sf^r 

W&fs fame, arvct Disoey — r«»p- 

onsibJq for ffon. losing ha Ciay It 

fa mind-bMjggllnQiy lafga m^ich< 

ipatile of pn3C8S9tng voK 

s vi information incradiMv 

*a»t|, and «omfl wty^ advarwed 

math«rriatiCB( technK}u«s tt is 

possibta to n\«ke a high quality 

arsfmatert Mm pfwtiiced totBlly 

by comfiulo-f H taitpS thrise 

mnpii' time to prt*d- 

ut» Jtfts of lilm, 

¥ g^Jfts away 

j>ptoanhour 

lv>f oiiUf Iroii^ at ftlm crsMw}! 

'Sfj? crash Issiie T1 Occombef 

'• film 
■f\nift 
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The r>ext game tAlzar wtll be 
releaS'lng is going to incorporate 
a naturaiistic landscape, dis- 
played fruoi d proloclion. The 
ckiier you gcst to. cay. a co^- 
Ifne, the rnor« detail you wiK see. 
To do ihis, they wiU b« using sha 
same sort of rrvathematical 
techniquei, inwiolvtng fractal 
number^, 9% tf>e progrdrrts orv 
the Cray II to produce ammatad 
laridscapos. 

The mathanutica behind this 
kind of computet graphics work 
is a little beyofid Pythagoras erM^ 
the Slim of the scjuar**' ftr 
Both Ricftard and Robert h 
mathfinnLatttians. Robert has ■ 
Jo^rae in Maths ar<l Compuier 
ScHir>csi. but describes Richard 
asihttrv.'^ -.,.ifF,«M'T> .r., ;*,'t, 'Olck 
■OM p*o . math' 

Arftaticai s<ji-uii'jii> rvr iriiiitartce 
ht vwoutd dnw ft Sine Wave o<n a 
corsu * ■- using « sine 

wav .1 probably use 

a ^oou^'iiU Htjb'ii, emi got th«ra 
lOtJ, &Ul<n a tJifforent v/ey' 

Obviously S/.vrA'.jr.^ /V isn't 
ahaui tr> he h.tioci.t*(i up on 
' .Lj room tafrfc quite 

v.- . -r-. ...... nestl gsmfl. anexi- 

Ofl|[tioftPl Ihd thftrnti (>' IktiQfihff 

Shado^^f. -oofpoi". He? stale 

of'tha^ei: KS tectiniquus 

' ^ ■■'-Uinj mac has (haiight 
tg latlT«Sp«CtrLinn -Or 

, be taking Ifw 
«tage« fuftf^r-t 
.iude a nai'./r.?! 
aaciion of view& 
;._t . .:, cnvtnwcjwTi!' if,. 
g*fjc* of yoor-ift 
ai«o te upgradihJ ■ ■ .. ^^^.,- 
ain^d 

In Out of tfttf Sttiiijawsr you t?"' 

preiterwe the contmuitv of v' 
character, taking him onto me 
nuxt scenario once youVe com- 
ptatied one level of the game, 
and VDu retain the skills and exp- 
erii^nca oainAd, This owes a lot 
to Ute row playing garner, $uch 
as Dumwons and Dragons, 
wtiich Robafi agrees a^e a 
source of ii^piration lo them. 

'W ■ -■'">■ to give the piiaver 
as w. 'itotce of options •» 

poseiDi.(3 . rit? &tfiain»(i, 'm Out 
ot (fte Stutfov^ there is a r anoe 
of some liiJrty commands at^y of 
wr%ich can be used at ar^y t<me. 
Wo warn to gtve our gome« ss 
much deptft^, bf«adth *i^ti sertw 
of place *T«f imfolvemeni as 
posslbfe^ 

Mn oar rwKt game wo plan to 



computerise the Ourtgieon- 
master in efiect ~ keeping ttw 
rules and regulations 01 tt*e 
game as minimal as possible to 
allow the player to get invohred 
in the garrte its«l{ You will play 
the pa rt of the mam ch aracter. or 
proiagonist, and wiilk be m an 
ojtviforimeni where other lead 
dvaracters exist who each have 
their own aims and defintle 
objectives. You wilt be compet- 
ing against each otfter, an<j nt 
times working togetl' 
using COEnmon roSOilrCt. 

0ame envhfc>'>rFietii . 

Irt the lonijijr tum. Mi^ar sees 
a future for co-d0eeativ«gBrruu, 
perhaps w)th poeiple i<i onegco 
graphical area rrteetirvg toy 
sr, iinkmg "i*"' *^'»'^ ^fkirwii 
arid play I nu 
of OutgfiP- 

'We'dlov. 
the moitiof ' iju, dui 

it's just nc; -ly prac- 

modems af»* Inn rd'e and 
aiMi%Br(!ish Teto- 
s are toe high tof 
most peopJf^ [u beeble to afford 
toplflymulii Msef games vm< he 
telaoNstvi network. We'd have 
dd do samething for groups of 
people who o^aM actually play 
tooether.' 

UnloQS Brrtish Telecom regul- 
arly re^ds CRASH erxf drops its 
local call chargiM«sa result Ithe 
first being iikefy^the second less 
solK It's tn^probeble that MUD 
typo games vvifl catch on in this 
country tn the near future. Miisr 
fnay w*H wfita software for Iht? 
SpebirH'" V fi ■ *■ iKoWB people 
to linti; ^es together 

via lnt(?:r=ai.u ' ■■* «i that they've 
each got a ttiittiinsl into e com- 
mon entvtrofiment which runs 
across jnd arourwi each mem- 
ber of the group ^ t^ut not ifusi al 
tfw moment I They're quiie tiusy 
cnoupK cjn thetr n«xt gsrne 
thank you, 

Mi^r is a very small sotiware 

hnijiii- - .vitti development 

ifib on 4 dming 

...... ,i<ttoh Kfiynes *nd 

oi>ly tim« worker. 

-rrt. For the 

-it ill working 

TijJi uine .as ii systems progr- 
Mmmer, which has its disadvant 
agsB in That the two |ikitn«fs 
reaHy only gel togethvr A week- 
btusSui to bounce ideas off on« 
anotfMf. 

It's no ksnget e^^w to start out 
in the software industry — » ioi 
of financial muscle is buying as 
V7By into the n^arket and some of 
Ihc aiigmat back-room COrtip- 
anic^s have survived to grow into 
large orgamsations- There's lit- 
tle {k>ubl that if Mizar hsd been 
formied a couple of years ago, 
they would have had little 
trouble in quickly establish mg 
their reputation. What problems 
are faced by a small software 
l>o<iJie with an ehcelient 




pcoduci? 

'We both feel that we'vo pfod- 
uccd a game which is technically 
good'. Robert says, 'tnjt we've 
rea^sed that razzamaftaz; and 
hype is needed to sell i>t. The 
inariteting side of software pro- 
duction is now as important »s 
the content of the gam« ^self — 
and in some cas^ is tfone ttetter 
than the pragr<imming. Nowa- 
days, you've got to b^ atale to 
sell lo the big dislritHjton to 
your mark'. Richard 
end added th^t il s now 
it:!.i ' ' ik into the nuirket- 

pJacti ' riiff retail chains 

aiiofitrng a policy of only 
Ritxking the top f»n titles. The 
■t^ so crowded, and 
. . S a lot of interior games on 

e Selves that will probabi-y 
;o be sold tjfl lirsE before 
products ^A B look In. 
aame of the chains simply aren't 
listening to stree^-levef opmK^n 
any rrtore, tnit just persevere 
with old favourites.' 

With big firrre which have 
massfve financial becking 
getting involved in ttre software 
market, including twok and 
maga/me publishers, has Mizar 
any p Fans tO ^op goi ng i t a lone ? 
'Not at air, came the emphatic 
respond fron^ Rot>ert. 'we want 
to remain imtependent ^ some* 
one's fiOt to be around doirto 
something Innovative. If we 
signed up vyiih a publisher wv'd 
pro^ablv end up producing an 
amalgam of the ttirrenl best 
g^tme formats, rather then being 
allQwef] to conw up wtlh new 
end innovative teehni<]U6s and 
itteas*. 

'It would be tempt Jno at 
tirrkas', Richard addecf rualully, 
Vrti're otjviously very smatl as 
yat. Producing o new game with 
ttie six month |«g lime we rwsd 
isn't essv^ as we con only get 
t09«ther at evenir>gs and we e fc - 
ertds. 

'And unless some parts of the 
dtStfibution triiiie brushes up its 
ettflcs, a lot of Smaller firms like 
ourselves may end up be^ng put 
out of business - we've already 
had One distributor go hust on 
us, and it ht^rts when you'ra 
small — the large organisations 
with lots of money behind them 
can fide such problems.' 

It '5 not fa r sho n of amaj* ng for 
s rww softw3r<? company to get 
a CRASH Smash with their very 
first game Miner's existing 
product, and their plans fo< the 
future should see them firmly 
established amorigst tho leaders 
in the adveniun>.'role playir«g 
field. You ^ust vtf^it and see -^ 
and while you're waiting fsr the 
distributors to catch on to the 
fact thai you don't have to tie an 
established mega corporatiort 
to write a first ciass game, you 
could do « lot wtjree Ihan whrle 
awfty a fbW hours with Outttfth§ 
Sf}sdows. 
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Th« Grem^inii have been out 
again in SIGNPOST They 
changed Fartlamc's location 
in Lords ot Midnight to the 
Tower or Ashimar; it should 
have been the Ruin ol 
Coroth, 

!v;>r Bundu!(sfrom 
Shrewsbury complains 
about the mjppins of adv- 
entures and wtrtes 

Am t the ongmatar of the 
canipfTigrx for togrcal mover' 
ments *ri adveniures^ Mv 
many maps are vury conius 
(fig with so man/ drrows 
lOimng trnposstble locations, 
even you sin in this wav 'f> 
Kenntla The swamps of 
Caiadoom' Please, as an 
inftuentiBl meml>er of the 
adventure world, could \<m 
pave the wav "" easv lo map 
adventures, for the sake of 
human samtv 

I don't know about being 
influential but this is one 
sinner who has now ri?pent- 
ed I too hate unmappable 
areas and after an awfut lot 
of adventure playi^S I can 
only conclude that such 
areas add nothing to a game 
but annoyance The worst 
unmappable area is the 
maze (which for some total- 
ly inexplicable reason mU 
Adventures seem to contain) 
and is ittogical and out o( 
context in most games At 
best the ma^e can only be 
describe as an extremely 
unorfginal ipace filler' 

Level 9 has been taking 
luite a bit of crrticism about 
-»eir change of style One 
»uch critic is Ron Wt^l ts of 
Brentwood who writes; 

What on earth are Level 9 up 
to' After establishing ttiem 
selves as the leading adv- 
enture software house with 
their lexionly* nongimmick 
adventures, they have, with 
fimum to Eden, gone totally 

r06 CRASH AprrllSeS 



overboard with glaring 
graphics, a dreadful re- 
designed text wf>jch IS Virt- 
ually unreaflshle. and amost 
unpleas<int black^yellow 
colour comb I nation A! ( very 
uneasy on the eyes' 

The topic of sex roles in adv- 
entures crops up now and 
again in the SIGNPOST mail- 
bag on this subject MsSu/i 
Yann from Dudley writes 

I recentJy bouaht two advet>- 
tores Wrath of Mag ft* and 
Tower of Despair Bnd yel 
again my character is the 
hero 

Why m these fantasy 
games rto the normaM?} sex 
roJes apply' Why is it only 
mer\ and mate chaf acters 
that are the control charac- 
njfs' After all. tf the gamer 
can be EU, Pnes-t, Wizard, or 
Goblin, why not (iemale? 
Imagine if every game you 
have forced you to he 
female 

Ad proQFammershaveto 
do iS not define the gender of 
characters in the program or 
booklet It would be much 
meet to read the fate of the 
world ties in your hands' 
rather than '. . . in his hands'. 

Remember you are writmg 
programs for us, and a lot oT 
us are female! Please think 
before you code, 

Many adventures goto great 
lengths to devekip the plot 
arMf iitmusphert.' with a 
detailed story before the 
game is started Under such 
circumstances, asmde<?d 
with any novel, it woiiiti be 
difficult if not impossible to 
leave the sen of the lead 
character undefined I feel 
thai the two programs that 
you mention do fall into this 
category, however, after 
saying this I agree that most 
programs could be a little 
more flexible on this subject 
by either allowing ssx to be 
defined at the start of the 
program or by avoiding any 
reference to gender If you 
want a really good adven, 
ture with a female lead char 
acter, try any of Level 9's Sil- 
icon Dream trilogy 

Glr^-nn White from Ports- 
mouth with his friend D^rek 



Johnstone has solved the 
murder case in Melbourne 
House's brilliant Sht:'njL h 
and has supplied some tips 
which other detectives may 
find useful 

Upon startir\g. get the lamp 
and make sure Watson fot- 
lows you After getting a 
train from Victoria Station 
gel off at Kings Cross and go 
to platform 3 If you haven \ 
dawdled aJong the way you 
sboutd see Inspecior Lesir- 
ade Follow him into Ihe tratn 
and when you reach Leather- 
head It IS a good idea to fol- 
low him urti! you have been 
around the Brown's house 
and the Jones' house If you 
don't you will be stopped at 
(he gate by a policeman 
Also, if you do follow him, 
yoii get all the ahbis. When 
you vjsn Basil Phipps house 
(which is south from the 
mam street) you will find tn 
his bedroom Baroque music 
on thts piano and Chopin on 
the ciramaphone Compare 
this with his alibi' 

Inspector Lestrade thinks 
(he killer is Percival Ffouikes 
because his initials are on 
the victim's crumpled note 
and f>ecause he knocked out 
(J P':iiic*?man, This is not so, 
bLM.duse if you v>sit his home 
>n Slater Street (you get there 
direct from your own home) 
you will see he lakes opium, 
which distorts hts thoughts. 



At arouna 1 ZZb arp to h- 
12 30 am take a v?bt to Bd»tt 
Phtpps' house agatn aihd go 
South frorn the dimng room, 
you can open the safe and 
find some blackmail letters. If 
you open the safe before this 
time you will be shot by 
Basil. 

Now for some addresses: 

Basil Phipps has two 
addresses, one in Cobden 
Lane, Leatharhead and one 
in Camden Street m London 
Which IS reached by cstt*n<g a 
cab outside Paddmgton 
station. 

Percival Ffoulkes also has 
two addresses, one at 
Sidmouth Street and one at 
Slater Street, both of which 
cm he reached from Baker 
Street. 

Tricia Fender lives m Pon- 
man Street (also reachable 
from Sherlock s home} and 
when you get past (he locked 
door you w^tt frnd an unfin- 
ished blackmail tetter. 

There are two more main 
addresses — but we canr>oi 
reveal them, as they would 
give away too much, and 
would spoil your enjoyment 
of the game. 




•:.^?^fr. 






>*• 



Atso in the February i&ftu« I 
requested help for Sirriiin 
Webijier who was luving 
ditficu^ in g«nJ(^ tHo Hvl- 
ter from th» hafpjfls in Pers 
austVfd AncfmnKHfii. i wooW 
like to thank Tina Jarvis of 
Biimingham who wrote in 
wHh the solution and als<) 
Dgvo Hauard (rom Fareham 
who verv hindtv S'Upplied the 
complMe solulkm to this 
adventure, To get the haiHef 
DMJNC UFMQMF, TOSFBE 
OFU. 

In the saine adventure 
KaU' M.il*Mu>v wants to 
know haw to (ly — you wtit 
need to XFBS lUF TBOEBMT 

U[J to the WiMeffiesi of 
Northuinbti^rJuiKl » lorte 
warlord by the tiamei of 
Slrplii^n i\titH\ii\\ still •it rug- 
gles lo de(e<it CKiumdark, 
Trom thf!^ wintd^wepi co«:»tal 
settlement at BlylJ^ he 
writer 

In / .'fit I h*ivtj 



ngei of Oeiilh m Tawtf tit 
ospaif I must tFiflnk <ill 
,„kO#e who wrulo til with thu 
•olutjon For exploiers still 
stuck 411 this [>ONit, try 
DSFFO.VTftBHHS 

i was a lictie anftoyed «i 
thi<i solutkm •« I had kept 
u:iiiiig the first verb in con- 
junciK>n witli a direction, 
ptily Utim kilt<Ml Thi^ doUMi'l 
neeni quite iairl 



i.r 'i.il lE r. til 

thi: : Jiiitwiuin 

t()u1 Fiilknn thi'Skuliknn 
I WitMHiwherelobtt 



^uJjh.s.li<r<) ... ■. ;.,,.... ItiilsdII 
coukln'l I(m;«iI<' iI Ctujidytni 
|)k'ii!»«) loll I HI! whi'H" «( is 

Actually it is the Tower of 
Doom, out ft CD 11 only be 
loLind ti'V Mtif km wito inusl 
search the Tower 



The epic adventure 
Eursksfhas proved popular 
and wery dfflicult The 
following questions asked 
by Ofcfek SyfJeserff of Lor>g- 
niddry, Scotland are typical 
at most I have reccivetJ dnd 
have very kindly been ans- 
wer ed by Domark , 

THE PREHISTORIC AGE 

1) How do you get past the 
Brachioeaurus with the ioql 

XBJU IFSF. X8JU IFSF. 

ROMAN TIMES 

1] How do you lake the thom 

from the lion's paw? OVMM 

UIPSO, 

2) How do you oet into the 
leper coteny? JO HVMM2 
HJWFl 

3) Can youhuyitaves? You 
don't need to. 

4) How do you get an invit- 
ation (o Nero's Palace? At 
competition VTf QPU JPO 
Then you must greet Nero, 
lodothisBWFDBFTBS. 

ARTHURIAN BRrTAIN 

1J How do you kill ih« wolf? 

You rwed a weapon, then 

UMM XPMG Iseverai 

|[tn«s| 

2) How do I kill tlie Grean 

Knight? Samo its for wolf 

Z) How do I gel into the 

Abbey? OPOGRT IJUT. 

HJWF DSVDJGJY (OBSSJFE 

CZRVFTUJOHCFBTU). 

ESCAPE FROM COLDITZ 
1)>Whift do youdo wUhthe 
dynamite when you take it 
under tl^ bridge? QMBDF 
F/UHN.lUf HPUr FIOPUIFS 
MPDflUJKJ.Vlf 
F/UBNJUF 

MODERN CARHIBEAN 
1 ) Mow <t(i ycm i)rt nihi iKf 
fhl>ilM'MPUPlMH>LISJl< 
GFODF, VTF QBSB, VO 
21 How do you enter the 
plane? svo F B ru. kvnq jo 

Imake ^iire you have enough 

stamiiiij before attempting 

this) 

3} How do I get the radio to 

work' OonI bother TNSTl 
JU JO UW DfMM 



A couple of months ago I 
gave a clue to the where- 
abouts of the key to Tylon's 
chest in Kertttlht However, 
as I have been inundated for 
further reques^tsfor help, I 
lA^ill grudgingly give the sol- 
ution. It is FYBfsUOF 
CFEQPTU. 

In the same game Richard 
Evans is unable to dry the 
damp moss Try E SPQQJOH 
JU PO UJF TDPSOIFE 
QMBJOT. 

For Chris Greenhough 
from Lortdon wt»o has diffk' 
uhyrescuing THTiandrawi^- 
out failing victim to the 
Giant Tentacles, try 
DBSSZJOH UIFEFBE RVBSH 
JDDBSBEPPN. 

Alorig with many other 
adventurers Stephen Cum- 
inins is unable to leave 
Ty Ion's Ca«tl«. Eiuimtrte the 
Statue — it holds the key 

Steph«n also asks how to 
get past the high-gravity 
area in The Hulk} To enter it 
you must be the Hulk (TM). 
to achieve this CJUF MJQ, 

Stuan Sh^^wofWillenhall 
West Midland-^ is having 
trouble with Imiipieot Vr^n 
and writes 

After netting (he stepladdef , 
Tranipoline and the cane, 
how ill] I cross the lava, the 
quitkiiand or enter the hole 
13 feet up the easx wall? 

To enter the hole. UBiF 

TUFQMBEEFSUPSPPN 

XJUiUSBQEPPSJO 

GMPPS.HPCFMPXBOe 

PQFO USBQEPPS. To cross 

th«lavsESPO 

TUFQMBEEFS B0£ 

USBNQPMJOF.OMJNC 

TUFQMBEEFS, KVNQ 

USBNQPMJOF. 

ftotjer Cheetham of Both- 
erham is stHI falling victim to 
the blue bu&ous eyes in The 
Hubbii To avoKi their sting 
XBJU UXJDF before 

Wein've about run out of 
space for another month, 
and anyway it's already after 
3 am — must find a damp. 
dark place to hide before 
sunrise. Thar* a quit e a few 
letters whkh I wouki have 
liked to have published but 
spuct^ is limited, anyway HI 
try dnd hi ihom in noKt 
month and in the meantime 
keep the letters flowing. 

Thi^ month's f 12 of SOfr 
ware is won by G>en W 
from Portsmouth for his lips 
on Sherhjtii (hang on! He's 
requested Altt^n B, shouldn't 
the prjfe be An adventure?} 
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COMPITITION! 

A Chance to Win Some 

Loverly Prizes AND an Exclusive 

Behind the Scenes Glimpse of 

Ogre's Lair — Automata! 1 1 




In an exclusive interview 

with Autofnata's Piman 

who visited CRASH'S 

offices in Ludiow the 

other day on a top s^ret, 

hush-hush misston, we 

learm that Croucher and 

Penfold are now driving 

the (ittte pi-peopfe like 

slaves. 

An ash en -faced Piman 

revealed the limits to 

which he is being pushed- 

'Orders received in the 

morning post are now 

being despatched within 

a couple of hours , . . 

customers have started 

ringing up the office lo 

complain that theif goods 

have arrived too soon!' 

he choked. ' I had to come 

and tell you of our plight.' 

Nose quivering with 

emotion, Piman 

explained that the whole 

Automata operation has 

now been geared towards 

catering forthe mail order 

market. 'There's not even 

time for a game of cards 

at work any more, let 

alone cups of tea . . . and 

they're taking al) the 

credit for my 10 pack idea 

too, the fotters.' 

We put it to him that it 

could be a clear case of 

megiomania, following 

the success of Dsus ex 

Machina which was voted 

'Program of the year* in 

the Computer Trade 

Association's annual 

awards, 'It's very good, 

after ail,' we reminded 

him, showing him our 

review in November's 

CRASH '. . . Crouchcrand 

PenfoJd'll get over it soon, 

you'll see,' we said 

reassuringly. 



'Sniff' was his only reply, 

and the tears began to 

fall. 



We had to do something. 

It was time for positive 

action. Threadbare 

carpets shrink when 

they're cried on, and the 

office tea kitty had al ready 

been raided to buy Lloyd 

Mangram a desk. It was 

stop the Piman crying 

time, or no tea for weeks. 

What to do? 

Then inspiration hit us. 

(Ouchf ) 'Why not suggest 

a new 10-pack when you 

get back? Make sure they 

give you full credit for the 

idea this time, and 

suggest that new 

programmers be invited 

to submit their programs 

to Automata for inciusion 

on a royalty basis! !' wre 

suggested, hopefully. 

Dry-eyed, and smiling 

once more, the Piman 

hurried out of our offices. 

We breathed a sigh of 

relief and coughed over a 

Woodbine, He was happy 

again; our carpet still 

fitted — and best of all the 

tea-kitty was safe. Bliss. 

Happi-ness restored. 

Another satisfied client 

for the CRASH "Z Team '. . 

Another day dawned. The 

Ludlow sparrows had just 

given up banging on the 

office windows 

demanding breakfast 

when Croucher rang up. 

'Hi, I've just had a really 

good idea . . . we're going 

to do some more ten 

packs,' he crowed. 'Mel 

and I are going to get lots 

of new programs and put 

them onto a new ten pack 

— if any of your readers 

want to send us a 

program we'll make sure 

they're not rooked . . . 

we'll pay royalties, on 

tinnetoo. Ta ral' 

Fink I Why can't they treat 

the Piman as well as they 

treat their programmers 

down at Automata? Well, 

we tried. . . , 



Ail characters C Automata UK Ltd. 



scratchmg his head (and 
h Shooter) and came up 
^TMer, reasons wh^, he 

ma,f order ,s good for ^ 

Automata ogres 
CroucherandPe'nfotd 

We ve printed the Isn 
a^„7'=°i;P-ky9.veuT 

«irrfeS 

mppnant reasons foT 

praerand then pur them 
'n order of IrnportinSe 

Formst3nce,(fvou 
fhinkBfsmemosr 

nTmoT!;'';'"'^^^^^ 

""'»o 1, andso or>rin 
Vou reach 5. Then stop 
and send yoiif entry inf 




scrruiR^i>T7 RiR 



.^nreaier choice of products; 
,.ltgivesvouagrea« ^.,,„^K,le.heyare 

Still new, rather than naviiiy 
arrive in the shops: 

.usaveswasteduipstMheshops-VOur 
lameTdeliveredtovourdoor 

.,«r^rfucts/cositeut! 



new 



4 It can mea 
mvddtennaA; 



n cheaper products, 



iteutsouHhe 



be phoned in 
seven days a week. 

ofgamesyoLicanbuv 



Credit card orders can 1 
-...„n Havs a week. 



6, The range* 
Vi/holesalers; 



24 hours a day ' 
isn't dictated by 



wholesalers: thP da v your order 

1, ar« ^nt out on the oay yo" 
7, Gomls from stock are sent o 

iftrf»neived# ,^. 



,s received; ^ 3,. order have ^or a money 

?.^n«Svt!:.«ndt.tterpro.r^^^ 

9 Faulty tapes are replacedwithnotuss. 



to AlUhefunotChristmasrnc 
1 veal-- when your goodies. 



a year 



^ more than once 



^(jr 



5^^ 



54Fe 



f or/ — :^ 






following: ^'^-P'^^^suppVmewiththe -* 



/ 



* 
• • * • 



, »/ 












J'iepHies?Ohyes,the 
P^^es. ' ^ 

The first five correa 
soutionsoutofthebag 

^^^?/'^"d copies Of 
and //; the next five 

correct entries win a copy 

ofpet/sMhe next ten 

solutions wJK win their 

^«n^ own 10 pack and L 
but not Jeasl. ten lucky 

rrr!.^L''^«vetherr 



* S?*";' Stereo LPc«£?jSlTape Oeclf *l 

f«(HfyO«e i 



« 
* 

* 






' — ,..*.... 



SotkJ yntHjr ord*. , ^ 



Go,o : te^'s-.'sto^^^^^^ 
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A college in Aberdeen recentty ad ve n ised a n eve n ing c) ass 
for people wanting to kncjw more atiout microcomputers. 
Thef e were twelve places available on the course, but over 
two hundred applications came in— mainiy from parents 
wanting to keep up with their children) 

Children are much more receptive to using computers than 
adults ar6. An adult, faced with a micro for the first time, 
tends to be rather nervous about touch! ng the keys in case 
the machine is harmed: children, however, have few such 
fears. The easiest way for someone — child or adult — to 
become familrar with a microcomputer is simply to load a 

game and play it for a while. Then, tt>e move towards learning 
asic programming skills can be made more confide ml y, 
I have reviewed three educational programs (his month, 
and they are all games which parents could profitably help 
their children play st home. A child or teenager working on an 
educational game alone needs a fair degree of motivation. 



INTERMEDIATE 
LEVEL MATHS 



Producer: Scisoft 
Memory required: 4SK 
Retail price: £ 
Age 9 roup: this is noi 
■fWCifiecf anywh&re in the 
package, but it would be 
suitable for 12— 16 year 
olds 



In spite of the dull title and 
packaging, this Maths 
tutorial package is very well 
thoughtnaut arxj competent- 
ly produced, it co retains five 
>ragrams: Tesselations; 
dumber Machine; Graph; 
vJumber Line and Factory. 
For the uninitiated (including 
myself before I used this 
game!) a lesselaiion ts s 
mosaic pattern in which all 
the pieces frt together to 
cover a space completely. 
The first program allows you 
to design and colour a var- 
iety of patterns using the 
arrow keys to move the 
shapes and 'P to paint them 
in, 

The second program 
draws a number machine 
end requires the player to 
iTtnd the rule it works by. 
Beginning from the very 
basic 'Put in 4, out come 8', 
the computer continues to 
simple algebraic equations 
Sucih as 'y=2x' Thiscertainly 
is a program whfch encour- 
ages the player to think, and 
is an excellent way of expl- 
aining an algebraic concept. 

Graph budds on what has 
been learnt in Number 
Machine — the computer 
draws a graph of an equat- 
ions and a choice needs to be 
made as to which of three 
given equstions produces 
that graph , The booklet gives 
a very clear explanation of 
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I how to work out the correct 

I answer. 

The final two programs — 
Number Line and Factory — 
are based on games formats, 
the former beginning with 

I sums using positive and 
negative numbers, then 
progressing to a game on the 
numberline. My fifteen year 
old testers loved this game, 
and it certainly gave them 
excellent practice in mentai 

I arithmetic Factory though, 
is the most enioyable of all 
the games in the package. In 
this program, the player is in 

: charge of a small factory 

> making cases of Fiizbees 
(whatever they aref) and 
must decide how many 
cases to manufacture each 
week, what the selling price 
will be and whether or not 

■ money shouid t>B spent on 
advertising. The computer 
works out the sales figures 
and says if you have made a 
profit or loss. This game is a 
very clever way of encourag- 
ing children to apply their 
mathematical knowledge in 
a practical situation. The 
pupils who tested the game 
were quickly ervprossed and 
a great deal of lively discus- 
sion was generated as they 
debated the quantities to be 
manufactureo, the selling 
prices and soon. 

This package, which has 
been approved by teachers, 
is really very good value, and 
woLttd t»e useful for home as 
well as school use. As one of 
the testers said, 'l don't like 
maths and I wouldn't have 
bought this game for myself, 
but the program makes 
everything seemi quite inier-i 
est ing and I really enioyed 
the Factory game' 



and must appiy a lot of concentration to succeed The fifteen 
yeaf" olds who tested these games for me were ini^tially quite 
happy to work by thamselve^ without assistance, but aher a 
Short while I found some intervention was needed. We talked 
about the garries, discussing the qualfiy of the booklets, the 
graphics and so on, and then I was able to draw their atten- 
tion to the particular educational features of the programs 
which I considered important. I would hope, therefore, that 
parents and teachers would be encouraged to get involved in 
the same way, helping the young person use these games to 
theirbestadvantage. 

Many adults today lament the advent of. first, the tele- 
vision, then the microcomputer, claiming that these invent- 
ions have killed the art of conversation. Now they have the 
chance to rectify matters by joining their children at the 
computer keyboard! 




COMMENTS 

Control keys: as few keys 
as possible are used for 
simplicity 
KeylKtard play: very fast and 



responsive 

Use of colour: sensibly 

Jimited for the sake of ciarity 

in some games 

Graphics: very clear 

General rating: highly 

recommended 



Atffmbrm in grmpHiQ form — cmn yau nmmti tfmgrm^rf 
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DISEASE DODGERS 



Producer: Sinclair/ 
MacMillan Education 
Memory required; 4SK 
Retail price: £7.95 
Author: Five Ways 
Software (Science 
Horizons Series) 
Age group: 8^ 14 years 

The educeiional aim behind 
this !u1orial-lvpe game ss lo 
ghOw that heatth, diet and 
exercise a re interrelated. The 
arcade format has the player 
trying to heJp the Dodger 
family to butJd up immunity 
to avoid the onslaught of 
attacking gernns, by eating 
wisely and my taking the cor- 
rect amount of exercise The 
program attempts to show 
that different countries of the 
world have to cope with dif- 
ferent problems of health 
and diet, and tries lo show 
that staying alive in the Third 
World presents greater prob- 
lems in avoiding the darvgers 
of Jife than we face in Europe. 
The game begins with the 
Dodger father — who is Jhe 




Sonf of th* mo« ^f* dfpuivi try rb Oadft* th* pt*Y*f't Knttiny 



easiest to keep alive ^ and 
then becomes progressively 
more difficult with the other 
members of the family — 
Mum, Granny, teenager and 
toddler, each of whom has 
different dietary require- 
ments. The final target is to 
keep all of the Dodgers alive 
in all ol the countries^ The 



game cashes in on children's 
attraction to the arcade 
format, attempting to use it 
as a vehicle for sound educ- 
ational aims. Unfortunately, 
however, the arcade element 
is so successful that much of 
the message is lost: for 
example (he germs attacking 
the Dodgers are not seen by 



the pupds who played the 
^ame with me as represent- 
ing broad categories of ill 
r>ess . , . ranging from the 
common cold, flu, cough, 
sickness, to more serious 
ones such as malafia' as is 
the intention, b<Jl simply as 
enemies which "lap' the 
Dodgers. Some of the foods 
are very difficult to identify 
from the graphics, and rt 
becomes increasingly 

unlikefy that the player will 
'see how a batartced diet 
(including a range of 
Vitamins, protein, carbohyd- 
rates, fat, mineral saltsi influ- 
ences health. 

The copy we tested 
seemed to be faulty. No 
matter how we tried we 
couldn't make the exercise 
option work. 

Diseiise Dodgers is the sort of 
educational game which, in 
spite of having a laudable 
aim, does not whollv 
succeed. The packaging is 
probahty not attractive 
enough for the game to be 
bought by teenagers; and it 




We always carry a limited supply of 

BACK NUMBERS for readers vwho may 

have missed out on earlier issues. Fill 

that gap in your Binder by ordering 

back Issues of 

CRASH 

Unfortunatelv we have no stocks of 
tssue 1, which has sold out. 




issues 2 — 7 at 9Sp each 
Issue 8 onwards at£1M5 each 



CRASH ApriM 985 111 



^tj 



YACHT 
RACE 



Producer: Hill 
MacGibbon 

Memory reQuired: 48K 

Retail price: £9.95 

Author: Five Ways 

Software 

Age : for anyone wanting 

to learn to sail 

YachT Race is one of the Hitl 
MacGibbon 'Games to 
stretch the mind' series, and 
is perhaps besi described as 
a computer version of ihe 
Teach Yourself tiook. Th© 
Lsaming to Sail section of 
ttie progfam is aimed a( the 
complete novi(» and covers 
techniques for steering a 
dinghy, trimming the sail 
andr setting the balance. The 
top haif of the screen shows 
the view you can see over the 
bows of the dinghy, while 
the lower part &howe wmO 
direction, the direction in 
which you are sailing, and 
features indicators for bal- 
ance, sail -trim and speed- 
By pressing C and V the 
player C3r> look towards port 
ana starboard respectively, 
and can also check the posii- 
jon of the dinghy on the 
course by pressing E to see 
the computerised chan. A 
printed chart is also supplied 
with the game, and thisgives 
the position of the obstacles 
such as sandbanks, rocks 
and sunken wrecks, After the 
basic sailing tectintques 



f^^^^^^ 



CHART 



cowisf 1 Bawntf^ 




<^AS£3 mi^msB -^^ 
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have been mastered, the 
player can progress to var- 
ious races against the com- 
puter boat. 

The accompanving book- 
lot is very comprehensive 
and ctearly explains the skills 
to be learned. There is even a 
glossary of sailing terms 
such as lacking' and 
■gybing', together with a few 
Yacht Race rules, eg, a wind- 
ward boat keeps clear of a 
leeward boat. 

There are, however, a few 
problems with the graphics 
m the game. First of all, the 






Disease ^^ . 



seems that the game would 
be of limited use in the 
classroonn because of difftc- 
ulties encountered in identi- 
' ing the food, and the fact 
: the diseases are not 

112 CRASH Apri 11 985 



specified. The pupils who 
tested this program for me 
quite enjoyed the arcade 
format, but at the end of it all, 
they had learned very linle. 
Tbe only way this game 
might be of value would be 
with a fair amount of adult 
intepi^ention, so that the 
player would be encouraged 
to talk about the reiatiionship 
between weight and health, 
and then perhaps research 
the diseases prevalent in the 
countries merittoned. 



COMiHflVrS 

Control keys: much easier to 
play with a joystick 
Keyfaoard play: good 
Use of coiouf : reasonable 
Graphics; the types of food 
are not easily identifiable 
General rating: fair 




Art mxmmptm of tttm imprmsthrm ifr^pMcM ia YACHT RACE, tHit * fifty rh«| 
I (wr sit^ Imnd arm thm tmmm colour 



water is the same colour as 
the land, which takes a lot of 
gen ing used to; secondly the 
perspective fails to change 
according to the distance the 
dinghy is from the shore, so 
that constant referervce to 
the computerised chart is 
essential- 
All in att though, the prog- 
ram is very good value and 
as my testers agreed, would 
be enjoyed by seasoned 
sailors as well as by comp 
lete beginners. 

cOMWfivrs 



Control keys: it is drfficult to 
remember all the keys which 



are to be used, though the 
booklet does print a 
su m ma ry . Two keys each are 
required to operate the 
rudder, sail^ and balance, 
then C to look to port, V to 
toot( to starboard, and E to 
display ihe thart. 
Keyboard play: rather slow, 
butthisreflectsthe slowness 
of a dinghy to respond 
Use of colour: reasonable, 
though water and land are 
the same colour 
Graphic: Tairlygood 
General rating: at £9,95, 
Yacht race represents good 
value for money, and is a 
pod introduction to sailing 
or the novice, as well as 
providing interest for exper- 
ienced sailors. 
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SPECTRUM 48K 

{| The most breathtaking 



• linu < I M iTm r lite a •!; 



Grippinl arcade action 

jl|| Multiple scrolling 
^d screens 



wiecnv 



The So 
launch a nucn;<ii 
strike against ma^ 
cttkKi In the Unfted 
States and Canada 
With our own 
nucfaar arsenal 
dismantlad. in 
accordance with the 
Salt IV Arms 
Agreement, the 

SovMsbellave theJr treachery wJli lead to 
total workJdominallon. Our only hope is our 
space station equipped with stealth 
t)omt>ef8, which can fty undetected in Soviet 
airspace. 

Ass<)uadfOn {eader, you must lead your 
commandos on a virtual suicide mission, 
knock out the Soviet launch sites, and then 
proceed into the city of Moscow. Annedi wtti! only (he 
weapons you can carry, you must seek and destroy the 
Soviet defence centre to stop the alta&k \ Top mutti- 
screen act Ion I 








w 



U.S. Gold Itt stocked by all laad^ 

computer storaa inclwJing: 

BOOTS WH SMITH JOHN MENZIES 

WILDINGS WOOLWORTH 



Dealers! For information on how to become a U.S. Gold Stockist mite to: CenlreSoft. Unit 10, 
The Parkway Industrial Centre, Hene?»Qe Sifeel. Btrmingham B7 4LY Telephone: 021 359 3020. Telex: 337268. 




RAID 

OVER 

MOSCOW 

Producer: USGokl 
MeffTory required: 48K 
Retail price: £7.95 
Language: madiine code 

'Play it likd there was no 
Tomorrow ! ' exciaims the 
cover of this rather grim 
scenario. Raid Over Moscow 
contains seven sections 
which lake you, as a Squad- 
ron Leader of an aftsck flight 
based on a US space station 
on a virtual suicide mission 
to knock out the Soviet mis- 
sile launch sites and then 
procaed to Moscow armed 
only with the weapons you 
can carry to destroy the 
Soviet defence centre - 

Much of the game is linked 
by the Sequence 1 screen, a 
view of the northern hemi- 
Sphefe showing the States 
and the USSR. Here you can 
see missiles being laur>ched. 
Prising fire takes you into 
S&[|uence 2 — inside the 
space station. In this 
sequerKe you must launch 
your fighter craft under 
almost lero gravity, using 
reverse thrusi to slow down, 
and guide them out of the 
hangar doors into space 
(Se9U6nce 1 screen), tf you 
decide to attack the Soviet 
launch silo, you can guide 
your fighter down into 
Soviet airspace — Sequence 
3- 

The attack run resembles 
Zaxxon, except XhoX it It 
horiaofital scrolling instewl 
of three-quarters. You rmjst 
fly low, using your shadow to 
asseat height and angle, 
avoid treee. If you fly too 
high then radar will pick you 
up and Soviet heat-seeking 
missiles will attack from 
behind. But in being low you 
risk beir>g hit by the ground 
defences. You can fire for- 
wards to destroy ground ter- 
gets end missi^. If you g«t 
through to the silos me 
scene cuts to 

Sequence 4. Here you are 
the bottom of the screen 
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firing forwards at the the five 
silos. T))e idea is to Tire 
through the small windows, 
while avoidtr>g the Soviet 
fighters firing back. Destroy- 
ing the central command sfio 
wMI prevent the taundrted 
missiles reaching their target 
and !et you continue on to 
Moscow. 

SequerK^e 5 sees one of 
your men in a trench outside 
the Soviet defence centre 
(looks like the Kremlin) Tar- 
gets include soldiers, tanks, 
towers ar>d doors, orte of 
which is the entrarvce to the 
reactor to be bkxwn up in the 
last main sequence. Your 
man can fire his rocket 
launcher at targets while you 
guide fire by watching the 
trajectory. The reactor door 
is randomly selected, and 



A robot wtit require four hits 
to destroy it 

The finat scene is a congr- 
stulationary one which lets 
you know if you have aoc- 
ornplished your mission. 

The screen displays are 
varied, but bekiw the playing 
area are all the necess^rv 
telltaies, lives and, most 
importantly, time to impact 
of a Soviet missile fired at the 
States. Shouki this get 
through before you devtroy 
the central command aik>, 
the game will otkI. 




• 'I had rather miKed feel- 
ings for Raid Chfer Moscow. 
On one hand ifs a mutti- 
stege attack game, but on the 



twtween good and great. 
Overall, I was a littte dtsap» 
pointed/ 

• Tft/s game ts mtfwf 
unusual becBusB ifs realty 
six different games in one, 
rather like Beach- Head. Each 
stage does require a l/ttfe 
arcade skiH in the first few. 
but considerabff more as the 
game progresses. The third 
stage where you have to ffy 
your craft Through the 
enemy's defences ofv&rious 
towns is rather like Zajotoa 
in fact I'd go a$ far as to say 
that this stage is the t>est 
'Zaxxon ' type game for the 
Spectrum, whicti coutd well 
be a selling point to the 
game. The landscape scrolls 
very smoothly and is except- 
ionally detailed. This stage is 




WofkfavBfvtew wtth ^m» simttartt two ftarked fighmrs m>0 onv d&scanaing 



once it and all the other 
targets have been destroyed 
you proceed to, . . . 

Sequence 6. Inside the 
reactor room there is a main- 
tenance robot keeping the 
fuel cells cool — put him off 
his stroke and the reactor 
may overheat ar>d detonate. 
As you cannot enter thtt 
maintenance area you must 
bourvce disc grenades off the 
walls aided by a fastf acope. 



other it is a series of very 
simple arcade shoot em up 
scena rios.Thegraphicswere 
okay but not really fantastic. I 
had speculated that the 

game was going to be great, 
ut it was not. Qood, yes, but 
shoot em ups with sliglitly 
different scenes are not 
yltra-brilL hAore exciting 
graphics and a little more 
content in each stage would 
have made all the difference 



action -packed with fast- 
moving graphics — plenty to 
keep your mind occupied. 
Moving ortto the Moscow 
screen, you fi^ht through a 
long successfon of enemy 
land craft which constant^ 
fire at you, wfiere at the end 
yotf arrive at the defervce 
centre. Destroying the centre 
is extremely dinicutt whan 
you're being bombarded by 
tanks and soldiers from all 
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SOFTWARE STAR is the NEW 
game from Kevtn Toms, who 
designed the Software Classic - 
FOOTBALL MANAGER, 
SOFTWARE STAR allows you to 
try your hand at running a 
successful software company. You 
have to cope with staff problems. 



game launches, advertising, 
financial problems and more while 
irying to produce chart 
topping successful games. 
One other thing, SOFTWARE 
STAR has that gripping 
Addictive quality that all 
Kevin's games have' 
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NOW AVAILABLE FOR YOUR COMPUTER! 



FOOTBALL 



by KEVIN TOMS 

«yf9fr« 

inipjeiGiy lanuiaiic ji^unioue: »m ^^. urg K. April H 

FOOTBALL MANAGER 

IS available 1orlh« toHowing 
computers; - 

AMSTRADCPC464.. £7.95 

COMMODORES*... E7 95 

SPECTRUM 46K C6,9S 

^^m NtED Wt SAY MORE^ lectron C7 95 

HMr^^- ji :iBC MODEL B £7 95 

DHAGOM £5 95 

ZXSi 1qK ,,....f.„„,,t„n,„,tti,.., £5,95 

VIC 20+t6K. E$.96 

(Soon tor MSX) 

In case t/ bay by maU ordec. 

Sei I u v..- T^ues/PO ^ "^ 
ADDICTIVE GAf. 
II. Boufnwnoulii.DocMtBH2eHE 
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DEATH 
STAR 
INTER- 
CEPTOR 

Producer: System 3 

Software 

Memory required: 48K 

Retail price: £7.95 

Language: machine ccxie 

The £cyclopa0dia GfilactJca 
(AO 4020 etiUkm of course) is 
almost as oft-quoted a tome 
of teaming as is its primitvs 
forebear die Encvclopaedia 
Britannica, The inlay of thfs 
r\ew geme from a company 
new to the Spctctrum has a 
lort^ quote from Galactica 
which, in the time-lionourad 
tradition of cassette inlays. 




flrppaw ftft iMincfmng' 



has suitabty little to do with 
playirtg thegame itself What 
It aoes tell you is that the 
Death Star is approaching 
ami threaten itig Earth and 
only one hope is left. You 
guessed \t sucker, that's 
you, tucked safelv inside Star 
Fighter One. No one needs to 
be totd what a Death Star is 
in detail; it's a big, round 
metal moon wNh a deep and 
heavily defended equatorial 
trer»ch, and a singte 
weakness, the central core 



vertt down which an 
accurately placed photon 
missile will be able to reach 
the core end bl^ow up the 
Death Star. 

Death StBf Interceptor 
kicks off with a very good 
rendition of the 'Star wars' 
theme (the game is offlclally 
licenced} as your Hghter 
waits at the base of the 
screen to be launiched into 
space. There are three play- 
ing screens, the first is really 
an effect rather than a diffic* 



ult game sequence. When 
the music finises the comp- 
uier says, 'Prepare for 
launching! ' quite without the 
aid of a Currah Microspeech 
unit. You must then lake off 
and fly the fighter through 
the dead centre of a series of 
ooncentric rings represent* 
ingentry into hyperspace. 

The second screen is set in 
space. Earth is seen receding 
On the right, leaving your 
fighter alone with the stars— 
but not for long. Some of the 
stars look as mough they're 
moving, and gettir^ bidbar 
— and they ana. Several Tie 
fighters and other types 
zoom towards you, weaving 
and spinning as thay con^ 
into the attack. You am so 
busy dodging their lethal 
blas^ and blowing them to 
smithereens that at firsT you 
fail tonotioearKithef star get- 
ting brighter. Suddenly the 
point of light grows and 
grows urstil you realise it ts 
the dread Death Star itsetf. If 
you Survive this screen until 
approach to Vtm Death Star is 
concluded, you will dive 
down on the metal moon 
and into the equatorial 



R'A'l-D O-V'E-R 
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angfes. JhB defence csntm is 
faroe, weff drawn and very 
CQiourfuf, also it disint&gr- 
stes very nicefy as your rock- 
ets exphde on it. / must SBy 
that I en/oyed this game 
immensely, aithough the 
first few sequences become 
B bit tnvial after a while if not 
irritating, Th/vughout the 
game there is constant 
sound and benutifut, very 
realistic explosions. Every- 
thing is well drawn and the 
3D perspective is wonderful, 
A worthwhile addition to 
your coUeciion if you feel up 
topfaying this exceptionofty 
difficufi game. ' 

# 'Like Beach-Head, Baid 
Ov&r Moscow offers good 
value en that there are 
several different types of 
shoot em up in one, iriclud* 
ing some excellent 'Zaxxon' 
type sequences. Arcade 
dkills are required to survive, 
35 well as some simpte 
elements of strategical think- 
ing. The bombardment of 
the defence centre is a sort of 
very souped up version of 
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the old DKTronks' 3D Tanx 
and it works really well — a 
hard Ittile sequence. Graph- 
ically this game is accomp- 
lished, using large charac- 



ters end smooth scrolling, all 
veiy clear and bright. I found 
Bsid Over Moscow absorb- 
ing, addictive and fun to 
play, fte^jmnnanded.' 



Contra! keys: l/P (eft/righit 

QfZ up/down, N to fire — 

these are preset but they are 

also user-definatile 

Joystick: Kemf^on, Sinclair 

2 Cursor type 

Keyboard play: very 

responsive 

Use of colour: excellent 

Graphics: excellent, large, 

smooth, detailed and varied 

Sourid: continuous with spot 

effects 

Skill levels: 3, easy to hard 

Lives I 9 fighters, but 

depends on stopping 

missiles 

Screens;? 

General rating : very good to 

excellent, mixed feelings on 

content, but two reviewers 

thought there was ptenty. 

Use of compirter 90% 

Graphics 86% 

Playabilitv 89% 

Getting started 96% 

Add ictivequaJtties 85% 

Value for mor>ey 86% 

Overall 92% 
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trench, 

Scraart tfirae ts a 3D birds' 
eye perspective view of the 
tren<ch which scrolls towards 
you, Vour fighter can move 
left or right as well as up and 
down. The sides of the 
trench ere dotted with laser 
cannon, the base with hjet 
dumps. More tie fighters 
come scream irra up the 
trench at you, ana later there 
are laser beams ranging 
across its width which you 
must fly under or over. If you 
survive this section for long 
enough, there will be « 
chertce to drop a photon tor- 
pedo down tbe rapidly appr- 
oach ing vent. Success wiii 
see you fly up out of (he 
trench, and turning round, 
ypu will see the receding 
Death Star disintegrate in a 
motive eKplosion. But don't 
worry — with one down, 
there are miany more to 
come wi^ tougher 

defences! 



CHtTICISm 



• 'I sew this game Some 
time ago on the C6M 64 (t}y 
the same company) and 
there isn't the slightest doubt 
that the Spectoim version is 
far superior (nothing to do 
with petty intor-computer 
tealousies either), The 'Star 
Wars' theme at the start is 
excellently done and the 
speech bit isn't bad either, 
me first screen is simple 
enough not to become too 
serious an irritation between 
games. The second screen Is 
pretty amazing, a real fast 
shoot em up with astonish- 
ingly smooth 3D graphics 
that really do come rushing 
at you. The perspective ei- 
fect and san&& of depth has 
to be seen to be believed. In 
the trench the colours are 
perhaps less effective, but 
the saving grace is the speed 
and darity of the scrolling. 
Death Star interceptor (aJong 
with In-centive's Moon 
Cmsta) mark a new era of 
sophisticated shooi em ups. 
Great stuff I' 

• IDeath Star must be one 
of thm fastest so fid 3D shoot 
em up games yet avaitabie 
tor tfje Spectfum: Once 
foaded, you are greeted witft 
a glorious 'Star Wars ' theme 
music— try amplifying it, it's 
worth it. 'Prepare for launch- 
ing f as f shot through the 
time gate, the computer 
shouted. The 3D aspect of 
this game is trufy amazing — 
tiny dots rapidfy grow from a 



distance to become Tie figh- 
ters and other recognisabte 
shapes. The speed at which 
this happens ts breathtaking 
and incredibty smooth. 
What's more the animation 
isn't (as usualj fust in one 
plane, but they twist from 
side to side as they weave 
across the screen towards 
you, showing the various dif- 
ferent sngfes of their metafile 
make up. Moving into the 
trench aff the usual defences 
are plastered on the sides, 
which canstant/y impede 
your progress. Tie fighters 
zip towards you and iaser 
barriers cause you to duck, 



gameplay end good graph- 
ics are the all-important ele- 
ments of a shoot em up, 
Death Star has the lot. In the 
secorKi screen the tactics of 
the enemy fighters gives the 

game an impetus rarely seen 
efore. There are three dif- 
ferent tactics in play. Som« 
fighters (they all weave 
about like crazy) come from 
the distance at yOLr, others 
spring off the sides of the 
screen unexpectedly, career' 
ing round to attack, white 
others actually leave the 
screen and then come rush- 
ing back on from 'behind' 
you. All the vwhile, they are 



coMMEisrrs 



Control kays: A/Q up/down 

(aire raft type) 0/P left/right 

and CAPS to V to fire. These 

are preset, but board user- 

definable 

Joystick: Kempston, Sirtdafr 

2, Cursor type 

KeyfeoarcJ play: very 

responsive 

Usa of colou r ; a bit I i m ited on 

the trench screen, but 

excellent everywhere else 

Graphic: amazing, fast 

smooth 3D ar>d with good 

exptosion effects 




7w ttSfhtmrs SWftrm tomtnJs ^ou as the Daath Sf, if comes nearer 



The iniay states that the 
game is grephicat/y amazing 
and a/I too often this turns 
out to be untrue hut in this 
case it ts an understatement. 
The second screen sets a 
new state-of-the-art stand- 
ard for 3D shoot em ups. 
Again, I think the second 
screen is the most playab/e 
and eruoyable, although 
very difficult to get through 
to progress into the trerKh. 
The thtrd screen is also extre- 
mely difficult although f 
didn't find it half as much fun 
as the previous one — still 
enjoyable though. Death 
Star is a game that will set 
new standards for 3D space 
shoot em ups. Terrific fun. ' 

• 'Speed, excitement, tough 



twisting and turning realist- 
ically. We have had extreme 
speed with Detk Star but 
little game — a good game 
with Starstrike but )ine 
graphics — now we have 
Death Star Interceptor with 
speed, great graphics and a 
playable game. This game 
wHf probably leave the 3D 
shoot em ups way behind 
until someone else comes up 
with a better garrve. The only 
boi^ing part 1 found about this 

Same was the first screen, 
umping into hyperspace 
b«^me quite tiresome and 
irritating at the beginning of 
each new game, but tnen 
again, you have to start from 
soniewhere. Overall, one of 
the best space shoot em up 
games in 3D ever/ 



Sound: excellent tune, spot 

effects 

Skill lavete: 3~ space cadet 

to commander 

Uvat: 3 plus shields — loss 

of shield with each 5 hits and 

there are S shields {you'll 

needem)i 

Spadal features: unaided 
speech at start 
General rating; an excellent, 
addictive and attractive 
shoot em up requiring 
speedy reflexes. Good value 
for money. 

Use of computer 9 1 % 

Graphics 95% 

Playability 95% 

Getting started 92% 

Addictive qualities 88% 

Value for money 87% 

Overall 92% 

CRASH ApriH986 117 



I 




sffltfj^! 



Animated 
Strip Poker 



Producer; Kni^htsoft ( 
Memory required: 4SK 
Retail pnce: £6.95 
Language: machine cod« 

Card games on compulers 
have alwavs been popular 
with software houses, but 
this version of Poker has the 
added dimension of the sed- 
uctive Mindy to play against 
fofcfoih^! 

The actual Poker game is a 
quite traditional version oi 
five card draw. The compu- 
ter (OssJe) deals you and 
Mindy five cards each. You 
then oet againsi each other 
on the drawn hand until the 
best are equaltsed, follow 
this by rejecting the cards in 
the hand you do not wartt in 
an attempt to better ytKjf 
hand' Then there is s final 
round of betting until they 
are equal again, at which 
time the hands are 'laid 
down' with the best hand 
winning. At any stage yoki 
may either STAND (do noth- 
ing wHh the cards). BET or 
FOLD (concede the hand). 
Recognised Poker hands are 
used; in descending chrono- 
logical order these are 
Straight Flush, Four of a 
Kind, Full House, Flush, 
Suaight Hun, Three, Two 
Pairs, Pairs and Highest card. 

After loading the screen 
presents you with a dancing 
Ctrd with legs, hands and 
head. This is Ossie, who 
spends a lot of time like 
some fairground shouter, 
tempting you to play with 
Mindy (cards that is). Press- 
ing a key results in Ossie say- 
ing, Okay, let's play. Mindy 
says you'll play for her dress 
and she'll play for your shirt, 
On the left your five cards are 
drawn and displayed and ttie 
betting starts. 

To get Mindy beginning to 
undress is quite hard work. 
Since both of you start with 
£1 50 and only when thai has 
gone will she start shedding 
aA the rate of C&O pe^ article. 
The programmer Kas ert«jr- 
ed that she is reasonably 
weK dressed, so there's quite 
a way to go f 
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• 'If they are well done, card 

garnes on a computer can be 

I rur>, espectaltv as they offer 
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the opportunity to a solo 
player to enjoy two- handed 
games. This one has the 
added spice of being strip 
poker, although cheating is 
possible as the computer 
obviously can not monitor 
your state of dress! The 
screen layout is clean and 
simple with Ossie using 
speech balloons to prompt 
the game at its various 
stages. Occasional ly Mindy 
wilf interrupt to use the 
balloon with comments like 
'You've just lost your shirt', 
or expletives of a mild man- 
ner if she loses a large pot of 
money. Some of her phrase- 
ology teads me to suspect 
that though she may be 
someone's wife, Mindy Is 
cleariy no lady. 

The input routine for bet- 
ting and changing cards is 
simple, but I did feel the resp- 
onse speed could have t>een 
improved quite a bit, Obvi- 
ously the striptease element 
of this game resides on How 



well the graphics of Mindy 
herself are drawn. Colour is 
only used on the left of the 
screen for the playing cards 
and these are perfocTly ad- 
equate in detail andsiee. For 
the rest, aU is black and 
white. The line drawing of 
Mindy is about as good for its 
size as you could probably 
get on a Spectrum, and 
manages to make her took 
reasonably attractrve, if a bit 
solid of face. More animation 
WQutd have helped and 
should be possible, but per- 
haps the producers felt that 
this would make the pro- 

f|ram too expensive for the 
ikeiy number of sales it will 
achieve. There is a limited 
market for card games on 
computers — this One is a 
good Poker implementation 
— it's largefy a question of 
whether Mindy will help 
extra special sales, CI early it 
should not be sold to juven- 
iles over the age of eighteen, 
nor to Miners, 



COMH^Ef^S 



Control keys: 6/7 rsiss/ 
tower bets, numeric keys 1- 
5 for card c ha ng«s 
IJS0 of eoiou r : very si m pie, 
mostly black and white 
Graphics: cards well drawrr, 
some amusing simple anim- 
ation On Mindy and Ossie, 
nothing stunning though 
Sound: card shuffles and 
useful beeps 
Lives; as many clothes as 
vpti can wear 

QafMral ratirvg: a reasonable 
implementation of Poker, 
but eve n wi t h t he novelty of a 
strtpprng graphic, perhaps 
not tnat compulsive after a 
few ptays. 

Use of computer 68% 

Graphics 67% 

Piayabillty 74% 

Genin^ started 72% 

Addict I ve qu al it ies 54 % 

Value for money 59% 

Overall 66% 
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SOFTV/AREi 
STAR 



Producer: Addictive 

Memory requirad: 48K 

Retail price: £6.96 

Language: 

BASIC /^machine code 



Software Star is the to How 
on from (he hit game Foot- 
bafi Manager. The object this 
time is to rnanage a software 
house and produce, for yout 
board of directors, good 
profits and smash hits. You 
are informed that as Soft- 
ware Star's top programmer 
your personal ambition is to 
produce the most successful 
gsme^s program and be a 
software star for at least 10 
months, Presumably this 
would then allow you to set 
up your own TT bike-ractrig 
team and live life up a bit. 
Your target for the game is to 
produce a pre-tax profit of 
£10,000. 

The opening screen 
explains the task and gives 
the target set by the direc- 
tors, the target always seems 
to be that same. To proceed 
you must input your name. 
The second page allows you 
to select a skill level, seven 
are provided, the first being 
'beginner', the seventh 
•genius'. The third page 
begins the company profile 
section and shows the state 
of the bank account, the 
current game on the market, 
listing its quality and how 
long It took to put it toqi ether, 
The program starts with the 
first game being called 'Soft- 
ware S' which took 5 months 
to develop but its quality is 
100%. At the bottom of this 
page you are told how the 
mags received the game. In 
this case it was excellent'. 

Press enter and you wiil t>e 
invited to launch a new 
game. All that's required is to 
type in the name of the new 
game. Now to the meat: we 
nave to deal with the em 
ployees. The productivity for 
the last sij< months is sum 
med up and this can range 
from appailing to excellent 
— more often than not the 
Current month's productivity 
is rated at poor. In order to 
improve the the rating you 
can offer incentives or incr- 
ease discipline. 'Sales force 
Strategy' deals with your 
sales in four regions. You are 
asked to enter the four 
regions in order of priority. 




the first wtU be given a major 
sales pus^i the fourth wi)t act- 
ually experience a large 
sales drop. Public relations is 
mine fie Id for real life soft- 
ware houses, in the case of 
Software Star ^^ou are given 
two choices. Yoo can lake a 
chance and use 'hype' — we 
have all seen how well that 
can work. AHernativeiy you 
can be honest and hops the 
public wifl appreciate fust 
what a nice bunch of chaps 
you are! 

If a game is to sell then it 
must Be advertised, espec- 
ially if you want to hype your 
ima^e, so booking advertis- 
ing us a feature of the game 
that is fraught with traps. 

The most important page 
shows the charts. Your game 
will start creeping up the 
charts, but will it get to 
number one? The brealc even 
point (where your revenue is 
eq,ual to the costs incurred) is 
shown on ihe screen to- 
gether with the unit sales for 
each game, When the charts 
position has stablised you 
will be presented with a sales 
revenue report which simply 
Shows the revenue gained 
by the month's sales. The 
monthly statement page 
shows how you incurred 
your costs, subtracted from 
the month's revenue giving 
your proftt/loss for the 
month. The last figure given 
shows how much you have 
tn the bank -~ this is rarely a 



pretty sight > The Tina I page in 
the sequence gives your star 
rating which ranges from a 
notiody to being a software 
star. The period of stardom is 
given in months together 
with details of the financial 
picture to date. After this 
page you are given an oppor- 
tunity to save the game, 
otherwise you start the long 
hard slog all over again, the 
road to riches is not always 
paved with Porsches, Ferr- 
aris and smart k>gos. Unlike 
\if& Software Sfar gives you 
th e c ha nee to re- wi r>d and 
start again. 



CRtTICISM 



9 'Considering that the 
company starts with an 
overdraft of El 0,000 and no 
games on itie market it 
seems to me that the player 
is cast more in the «^ole of a 
Receiver than a Manager? 
The game is fun to play and I 
enjoyed naming games and 
trying to Hype them up 
through the charts. The 
tables, charts, and prompts 
are clear, easily understood 
and keypressing is kept to a 
minimum. As T played tfve 
game I realised how little 
influence I had over the 
single most important feat- 
ure — the games. When a 
new game is launched all 
that was reqiuimed was to give 
it a name, nothing more. 
Everything that mattered as 
far as the game's success 
was concerned, its content, 
design, the type of machine 
it was aimed at, pfayed no 
part in this game. If the game 
was good it would have a 
high quality rating and 
would be well received by 
the press but there was 
nothing I could do to make 
sure that happened, it was a 
randomly setected event.' 




• 'Foot&all Manager has had 
an ardent foUowtng since ft 
first came out for the ZXSl 
and it grew when the game 
converted to the Spectrum, 
foothaff is, of course, a 
somewhat more fascinating 
subject to most young 
peopfe than being the 
manager of a software 
house. Football li^anager 
was afso the first program of 
its now oft copied kind, 
wftereas Software Star is 
not. f have the feeling this 
may affect its sates general- 
ly. However the game has a 
reasonable amount of varia- 
tion in it and confronts the 
players with some realistic 
situations (although I don't 
know many software houses 
who could afford or have 
even paid as much as a 
€hQOO for a page of advert- 
isement. Oufte clearly, as 
CfiASH reviews just go to 
show, the design and con- 
tent of a game ts the single 
most important aspect, and 
here the program lets the 
p/ayer down as the games 
chosen just seem to appear' 

'Software Star is a text-only 
game. I found it rather 
stmple in layout and actual 
variables, but difficult to 
play. If the summer slump 
indicated in the game is 
anything like the real ihmg, I 
realty feel sorry for software 
houses. Generally, the ganw 
was mildfy addictive out I 
don't tfiink that at €6,95 it 
really represents great value 
for money ' 



COMMEI^TS 



Control keys: appropriate 
keys as demanded by 
prompts 

keyboard play: due to 
extensive error checking 
input tends to be slow 
Um oI colour: most screens 
are very attractive 
Graphics: N/A 
Sound : very little and that's 
pretty timid 
Skill levels: 7 
Screens: 12 main infor- 
mation screens 
General rating; interesting 
to play but the player does 
not hove enough influence 
over such matters as the 
design of the games. 

Use of computer 

Graphics 

Piayability /u/o 

Getting started 68% 

Addictive qualities 70% 

Value for money 73% 

Overall 64% 



50% 
N/A 

70% 
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For Everyone who 
Loves to create CHAOS 
out of ORDER, 
here's an 
Opportunity to become 

Uniquely BOSSY!! 



& 



mpSii 




ally W«!»t Fan Ctuh 



ft 

W ■o'One c^an have missed Ihe 
I spectacu I a f r i &e ro su pef sta rdom 
I e njoy ed by Wslly. M « k ro- Gen ' s 
[oveable but rather stupid anti-hero> 

Automania was his first film' — 
Mrhere he was busy workirvg in a car 
plant, making nvitors; Pyjamarsma — 
a r^jghtmare of a game — had the lad 
we all love explof ing his own 
dreamworld. And now. the CRASH 
Smashed Life of Waffy has hH rhe 
sif eets with the Big W joined by other 
members of his gang in a full blown 
arcade adventure 

LifG of Waify com&s complete with a 
Specially written single Everyone's a 
Wsfly performed by Mike B^rry, and 
features Waliy'swift, uVJima and his 
uncontrol iable son. Herbert, wbo 
wanders around causing trouble 
wherever htj goes, Tom, Dick and Harry 
also make thek debut appearance in 
the game which is set inVUallyville 
fru mo u red lo be based on a rea I town a 
few miles from the M7K 

Playing Life of Watty which is a multi- 
role arcade adventure is straight- 
forward enough, but the overall 
objective of the aan^e — to cottect the 
connbination to the Bank's safe so you 
can open it and (>ay the gang — is a little 
more tricky. Hours of amusement are 
to be had^ control! ing the various 
(tiembers of Wally's gang. 
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For a little while now. the powers that 
be have t>0en thinking about conferring 
the ultimate accolade on Watty's 
shoulders- As a true Superstar, should 
he not hsve a fan club7 Well, it's up to 
you, the Waliy fans of the world, to 
write arvd campaign for onoi 

We've had a chat with Wally's 
management company and a deal \% 
currently being set up which will lead to 
the formation of an official Wally Fan 
Qub.Thiscould.at last, establish Wally 
as a true personality, raunchier than 
any rodent you maght care to mentiort^ 
more popular than: any pop star, 
mightier than any menace- . . . 

Wally's manaaer I a It stars need 
them} has asked us to run a "Wally Fan 
Club competition. With sponsorship 
from Wally's software people IMikro* 
Gen), a totally unique first priie is up for 
^rabs — a specially commissioned 
iigsaw is tiemg made, using Otiver 
Frays arrwork for the March CRASH 
cover — < without any of the words). 
Only one of these jigsaws, but out of 

giywood not cafdtkiard (Only the 
est ', Wally demanded, onty the 
best.') will be rnade. And Oli's going to 
Sign this jigsaw, so it's doubly unique! 
And the only way you've got a chance 
to la V your mitts on il is to enter the 
competition, 

A few Waiiy mugs and hats will also 
be given away, as spot prizes, and 
thirty runners-up wdl get a copy of 
Mikfo-Gen's latest pieceof Wallywar© 
^ Lffe of Watty— which retails at £9.35. 



^MiM 



MLLY 
i inf nw 




THE WORDS YOU'VE ALL BEEN WAITING 
FOR, LISTS AND LISTS OF LUCKY 

PRIZEWINNERS 



W«'re rmmthf up to data mxw ajtun from tK* Avfllon. 
NMeht Lore and Undarwuridfl map competftiQn$ 
which arc still betr>g judgKl as wt go lo prsss And if 
you want to know what has happened to the Leonardo 
cCHtipetJtion, f»t*as« look in tha imw» p^d**- 



WfWmEftS OF THE QA.80fT 
ajMPFimONiiXMAS) 
4 Clwli«. Sl«%«tug*. M«li. 
ihKlmv 5m*th, Swintcm, S Vofiu, 
M«fkDrjKh(or<l, 9fii|n|riH t%m. 
MJantiiA*. Hriiion. N«f«<«r(i. M 
KflBlHtOfi , Cihd»l AltARon lJi«4*. 
H IterMn^ntkh. »h«Htic)rth. Hi 

PiDchM*: JtHim LMklk Ea«HfBt 

H«Aa)tf . H«i<li Vi P flight'. 

Unttdn 

IMMWRSOf tHE TIMWMl 
COMPETTTKMIKMM) 
Th# eccupw .JbDjitt Vmvk 
ArtiW. Oitfiflf ord, LtmJijn, 
VtV^ And, LoniJun NMrJ, Timaltiv 
At^i^w. Cfivn Vtorii. BtmHi Pmii 
JMkm, Hurl, h/li DAiiinion, 
S«Cfi«tQn. Ournim, RnvmoiKl 
6*fTV, Creirtwi. Wakdi«kl, CBhI*, 
Fernnbii', M o FM ittri*, Piul B irtt . 
DMTiingl'iiim, King'f Lvmi; Mr Q 
Ml. MxjntHwIgn. Ctrrtm. tan B«ll. 
eii1i«rrf>Hd.lvi*tWV«icbr Ivi a»ll. 
S^lf i«<d. Juriin S Bknn. 

Ewwhvn, Wore*: G«ryBoQli«r, 
Mrflriigdttn, £«albciufn«, Rhodn 
Bowdm, P i * t rf w M . i <« ni piN *#L 
Chfii Bowtar, BwnmMKi rr«m. 
Owby: ? Biodiirtidn, KmfctvdL 
CNnhH*; L iKwm. B«Khst; 1^1 
iww nl **, Turtdd h ififc, 
GatehMcb, SootkHd; J W Bfyift 
l^irabrilAw.Sotrth t>in«nj t. 
HtfrfOii. Bill«nc«v, Elan; hM 
Cma, MansMr, Mid Jtt^ ; 

&■(*«•. SlKfc{»f1, DCotcloufli. 
PailrrUll, S«rk#-«n' Trent, Ckwr 
CofMWily, DQHfi<Mln«ii, CeunCy 
Do¥vn. Norttwm tnlandi M wcu i 

SHn CfOUtfa CimbridM. nonald 
Culhcnc Pomnmwclw tountv 
Otiblin; PCumminqt. 

Mi Hb eii » )tf^, WTll»hii«j Andrew 
Ctmn^St Auph. Clvnd: J tMmt. 
Oatf mk. nfnwutf); Piiil A 
Dothwn. FaHjngdon, Tm & 
W^Mf , M #lU inwv Drvct, Hoc**ri*%. 
Lin^^, R K Eiet:l«fian. ntalcin. 

l« SifHt C«urilV Dfarliani: [>K 
Farrgw. Efoi t*lt)UfV, £h*ii ; 
0«flii«n 0iDi4«ei«v. ftaimlwf. 
CovwHiy; Tofty GncoiTte, 

(kjtdvnrth. &!atntr«it, Eib«x. 
Aivln*n Gri*rt, d^kwcNlh . 
KtifiNy. SUQCMft HiiT«norMl 

SoudtOaKit. Unicnj Ian 
Hmi««v««, FlH|wiMHl.Una: ft 
H«ryfY. Sodt^LWcHMidtafRli. 
A M H>rtl, ThwntnK, 0«Mbur> r N 
A HwiMr. Stitton CiridlMl W*l( 
M*(illind»; J HOf »•. Mimbtr,!. 
Mlrtriliiiiij Simitn HgivcfaJt 
BanwiHy, Swrih Vorki. O Hu^hn, 
D>llt«nhinx Gl!H. P*yid Hui«t. 

RkiahatrM, MutctMiVlr; M*rli Idfr, 
Hw, E»tf SuMiwi; Scott Jon*». 

Yfirb: Mn L Lsne. Hus^Twra, 
Suckit. H 'Ai Lm, P(),(»l*rAGirtdon, 
OwVHCt Lew. Cti«4t»r-I« StftvL Co 
D<JrK*in r 5 Ijrvinnglon. QiaHlard 
HtU. SbDud. Gkt*. Andnw 

M^Amnqlon: lichfirrt Wiicag««fl«i, 
touthmTpton: JtfTmMcMolwi, 
DouatH CiHJiirv Corii: M#in* 
UcAfaii^. CtvAWWtt. RMdfhe, 
Chun Po Mtr. LoodcKT.WC^. EN«b 
h^ni, Omdtf^. LtwnlWlChf* 
WM*. Uii*» T«Y. Em«k; SunU 
N«UMl. &EHrt*, K4M. JihiM 
0ai»n«D4dLnutg»w«4.H4nti. M 
Didty.fjiouoHitr. S PtHT^f. 

iDMOhCl: AlK Ppruyi. HirrQM. 

MrtMUMv; Dtmk ^intiag*^ 

Ml«ls4ll. Vt^tt MH}l«ntff. N41I 
AhWi. KnaphiH, Surr«v; Gwff 
^rlvH, Sliynlna, Wst Suimh ; 
K J Piatt. Cmriiutb]f,Sait*f, 
£i«n Prim. ChtttamtwTi:; tan 



pF(Hidfo«».CInirc4>nt»r.M«it , 

SuMflti, fillip n«c0. ^torthVorti, 
A R«vrK9M•^ RHhtrlch, WMcs 
MictiAti RobititAtt. SiMnsM; Gl 
BoW.won. Hurmmby. Nortu 
VDft«: CtuI RtM^ Hsrriujitc, $ T 
Roftat, GwiVia. Nonm David 
Scon, Htrtii«rH«iti. Mfk Scon. 
N««vqoiv. CorntMtJII: Dhii 
Scnition. AimTwt, Mvnayttdt. I* 
Scitidi, AtrirudorK. Omni K^t 

Sioffh, Stafhiifd; KtvinSpiiAr. 
Lncolri, OBStamldngh, 

StiKlUbtpdg*. Sh«'rfl4ld;S4mOA 

Bmn T4iYtor. NfnliiMtrth^Gw; A 
DiemakMn', a«Hhitl do-Sob. EaU 
&j**n, MKH«*I Titison. Pvnhor*. 
Wok*. Pirflip Tunnev. WiUbwi 
MvnH. NfliiUrirtt. 
AolvVrhiiTuiitijn, AlmW«lk«f, 
StntfcMd. M«neih«««t , K 
WMtPMMV MMML Mr«t Vi^i*: M 

MidlBDch. Jonathan Acillnv. 
Wft^infl. Surrtv 

MINNER OF THE FIRESKD 

coM^rrmoN (NMA&t wa$, 

B JMMs. flidlflnd. Birkllgl • 

wn>i iVjuiiNiiiypadnowito 
invkc v«>w 9>TE. BITTtN t>3»j Umv 
bull Qinen r^rffl il ll'iOtAZY. 
CAIRNS hillol Kj^Twtin tnd 
•«f««iv« KaiAanHs — I tKiA Of* 
H^ rmi n n fal n ^Onculw't 
ar»n4tiMh>r, 1'^ ii«movBfl Ih* inl^ 
KhUih tor * Kr«*fi dump wtMfi, 
- gOmSTEB. FDEEZE^IW 
vnMad; lilfop(Hdt»i«iBp«,ai) I 

CAuld Ihink of w«* muM. BAHY 
HOH, " rEAnAFOHXdmiMo 
maka i fJC>idEXOOUS tkrtivitaa 
looaihar ai¥t ttvy fov ^4«>9 T>C 
mlSl BUNCH, * MENACE. - itw 
iraatiti laifyn >■ VlKiNQ 
RAIDED aliar BOOTY hjl #*e*4 
10 try tiafgra w« buh^ 

SMpfhaniari. Pamt>l*rid, 
NorttMinteriant; RoCiart 
C:tmarDn.W*aitCl*rHien, Sunay^ 
M(*» M Gjiffi0kf . Potrta, Oinvi , 

John MJnacn. MlmwaH H-ii. 
London; lanMurr. Crimlingten, 
N9<tlhuiTitM;rlaiid . 

savERSOFT cOHprrmoN 

WmrUEM: Mr3 Bwyl Pullt, Hull 
Zind: MUth w. Ottaflon.StoOfiWt 
nUHMOnUF: RiCh*rilAAd*nDn. 
B«lfai1 ; Dan irt Awttin, Hinby, 
Yorh, HK:h«fct8aK;«tilor,V«iaalcri. 
SulfoJt, i>4ut B««WL06livt. 
Lj<1cs; Grahwfi B«^l^, Ihtr^ H 
Vorts, AAd<*w Bananv, Twtn H>ii. 
York; DBifCh. Harlow. Et«n. 
Oavril A#Hr. ftir1li«rglsri.Gli«0Hr. 
P O Bl»i4JnHin, Sutl<vi Ouldl^id. 
WWidtaiidt: hru^imaiy^, 
Bi«c*pao>1; Ruaaaii BwHr. Arri«id, 
Nottirwhiim, Jonathan SrarTurt, 
SautN Chiilev. E ^u". Otvid 
Brovtm, HouritJtnw . Mh j IJ l HUi ; I 

tjntftfn. 8«|rtaal; Ua fifswiv FwmA 
GalA. Ldfioon; rk>bWi8ur0H4. 
RotN#rKam, S Vorto; DCamll. 

Hull. Nig«l Cumrriirt^ WaiNl: 
Bmrnwich, iA« Midlinchl. Mark 
D*vid«an, NtHttiik, Lomian, 
Crdf HitOfihaf D*«v, Emtng, Ei»>, 
Phil IP Qav, Gtinviby, S 
HwmlKriKt«: Vi R dvKkw. Tiw 
H*giM. Holliod, Murk Elit. 
AuMcKia, CotuKty W««n«tih : 
&mon Elh*, Ffifl^^ Chyyd. T F4h«f . 

^iBVi^meU Eisisx. ^<ul Fulch^r, 
At^ill. NorroJt, S J G4llcMr.ar. 
C*ltk*eyT»t«n. Unn. AdVn GkH, 
AAringtoT. Manct»Mi«r, JMon 
OOfWfRl, S«4ihMli. W H^lwt^ 
OaiWry GotAmnh. BrtirtrtL 
Ehc*; N G«0€3man, Lor^giaiv 
Sl4k«-<vi-Tr«r<i|, I»n0rwn. 
ShflNtvId, John O'wn. 
ToMMHttiMi, Bttb; M GrfflVthi, 
^ool*, Doraai, Si*vanGr«v«. 
Wtnpv. Htna. John Halli*. 

Ahrtipdtiw, Ldwh. npiMft 

Hallldiy, Chum, Surrav. SwI 



Hamblinfl- TewiiB^l^urv, GkH, J 
Hanvy, BreJilo'i. thrrbv. fWjfaerr J 

HMd, I^WKti, fitrftetti Roten 
Harbail, Oaritikne, Lanoi AmtiwH 
hhntn*oa l a la w prth. Wltlrliiwi 

Arifrionv Ha]>ih«, Ocrbv . KirvH^ 
Ncwicm. KsTMi^ii . Cumb 4 : Ian 

l^jfYt, Puflaiv, Svrr«v; B^lllpi, 
R«rM4cll. VWehC*. ^iUvAn Kurton, 
CuirAatnauld, aiauwA: S 
Kaodali.,OMM(l.wV;»rtK H 
KHttftCK?, Chap*)- A1l«non, U«di, 
J D K<dd, an CiKion. tm^%: 
flichifd Lj'HteMk. Flsuraii, 
Nonthiiiii: P Uutf, J^ ia thtw H . 
hJWtrkiJHS, Anthony k« HUy. 
Sidcuii. K«il : David Uiuliv^ 
J*vn«rrit NawGjaiit'iaao-Tvftt; 
G R MeCraad)r, Whi flHdiplDfiii 
Nontna<Mni; a McClvv. 
Co'MlatDn.Qw*hir«: Olervi 
McCfowill. SiHi»tiury; SbiiH 
Mcf Ml#h«.<jMM<Mr, Bafry 
IMUKaoiw, Hwr^lcfl, Slnliiclv4». 
JamaaMcMyBan. QiHMlaKi 
Gcwirtv Co*k; AMhenv M Matn, 
MotHiTi, Nornwinbar(«nd: S W 
Mialf .«4o(klMdDri. H«f«; John 
W<n(«r^ MuawotiHill, U?vIq«i, $ 
MPtchwH, Batlii«««fea. Htnii; G J 
MorrK.Ri**>>OiH.Kafn,JA 
MotiMon. Etawtch, NwwcmH* 

ij(JOn Tyn* , DtWHJ MmII", 
Nwwch. Hqrtolfc: EricMalidrv 
Ftnrtdqn, CiMHM : MiCflWM 

M^avmouiK Dofst. Pa^NJd 
CConrwr, AbcryKwyt^, Dyfed; 
MailtHW Gtd*ti, Toimhill Park, 
SoutiwmpiM; K H Dugmoa 
Muiatm t'«vMinh, Glw Andrew 
PKft, OMicaalvr. S Yorb, Oondo« 
PaiaAjn, Statiltlanl Nooinaham: 
Siavaii Pw«fs, tJatmiorti. Umdiort: 

larghHoljWfk KuddviminilMr, 
^orci; HbiI (Una. LartxHl, 
SoJrlMYiiihif B, Jukliri R4chiUilt> 
Srcmiorciva. Worn: Daw) Scon. 
HltruMd. H«flt, Simon SeoH. 
Mool , Dorset ; SrepTwnSlvppanl. 
LAknnhdm.NarloM. HarVwIStt^. 

Tianch. SiMupaJTyr*, JolmSlalar, 
Wafwdt; AndrawSttwlw. 
SDUthpwT. MarMyaidt; AMdraw 

Strong, KirisTMrn, GlO«;. Antony 
Sp«nciir, DMnCirfMldDarbysilira; 
Saan Sumnpt. Sutton Cairffi«4rj, W 
Midl#r)di: Piut t^ylcK, Hsrsham., 
Stjrrev. Wjyfw TliinmfU.ftyhiBpa. 
TyrK & Waar, C F Till«y, l,j;Hi4«n. 
VrM; Marih* Tung^urt. 
Hwa rn ^ cd e. Holtjrad f*WBldMt^ 
Tea«rtU*n. Lrjndori. J Watah, 
Knotty Ash, L>vtrrtK)«l.: SI49IW 
Watton, Dewitlury, Vt YorU. Tony 
MralHfT. N«nh FtnchlAV, Uxvdani; 
Midi^ WdkinwKL IVi«rth, South 
Gtarno4||af); John Wlinifi^ HiM», 
iCani . Ch*'Wan fmt, Lontton. NVkl - 
4«a4 VHMh,CNNii«ll. Ntob 



WINNERS OF CCS COMKTITKM 
IXMASI 

Mtjir\«Myw AhmadL Hounatow. K 
Alamindar, Mofdian, Sutmy; 
Warna AfimtiongL Bttitol: Cfii^ 
BaobiX Roi^rham. Vmotnt 
Sadacr. MinKwKamplon, Gtatii 
Oal I. F«l||viTTT. MiddlnHx: Sle^en 
Sarlmr. H<«lyirh»rTr; Sm«n 
Banlait, Pr«ftDfl. David BiMi. 
SdihuU: F A Baal#. WamMtrd, 
OorKl , JKrm Baktw.Wraf4«y. Hr 
MidtHHte, Piui eoak,BwMft|i. 
ElM Ji , Andmw Bond. EMaatf, 
GodAfmmd, AndiqiM bowman. 
n*inli*rri,li4fil, ^ia4l Budindl. 
Hnltwwm.^^ Yorka; MaACatrni, 

Atftltifltax NotHluRifeartand. 
Jarnaa Dart, Cam«aiii: D^rQh 
CoQtv. ^adWMoa, HartL Lh 

CAma4l, Bfomliv, *(•"'. S»ph«*ii 
Cornvwll, PDniairaa. Mr Yorta, 
TaranoaCrttfcw. Cokjwi^, Mrt 
Ui Cuitwlion, Gatatfwad, Tvr>« |i 
Mmf: Peter IMntH, WadnHtHjrv, 
W Mpdlands. M [livyw*^, Ro»» 
Sdiira, H A J L d« R«KScMa«wt, 
NOLLANO. Oratwn Obwi. 
Aldanhot; Ian DDy4a^ fluMMfi, 
CTMShrra , Iriait Oryttin. 
Ackihanaiiirarllv Hair<t»,aHia 



E,lla<tOn, Tuntiridio*, Knm. Paul 
Ettott, Arrwf«fi*m. Buda. MkCha^ 
fern*. Ct^rv, N I, DJuxtH 
GOOdyaar. Bradfof d, 'A' YorU. 
Sootl GrlKwrTi, Mihnn Kgyrwi, 
^ml Grangar^Gr^artdwd, 
Midiilaaaii : Ja n w i grirr n ^oo dl 
ftayla)!)^, E««a, SitMrtHaRlitUin. 
Bdrkind, EttUii ; m wr«n Haminon. 
Enrii*kiilaa,N I, lanHammtaai. 

Uvarpwjl.: St«tih«n Hl)p»r. 
G^iSCMr; Gary M^rrn^ OKtord. Jan 
Naarafna. DanhMg, HCtLLAND. C 

W Ha*iih, Syilir«h«fri. Uvndof^, J 
A Milion. Pffliiipo, iana, 
OulAtprter KgUmip, $ti«Ji|Kif1, 
Maai AliKHi Hdmet. Rattord, 
Noitt, Gory Hook, HiNtnudort, 
Middlcwi . PttJI^) Hovwik Uar«h. 
C:«n4M. IM Hudlw, Bai«*uo'. 
Okoti. Jtiiiait Hiull, rauitsM. 
SomtfMi, £amif HydarH&flvAKi, 
Suircy. Franco lan>iia(ii.liondon 

N^.DavidAJacMon. 
ClKitn>HDr>. NonhitmtaarliaFK]; 
Mitabatibiviaifalt Raddncti, 
Wwci.. Tony Jordan, Kam M W 
K|pn{i. HigfgtnHilh. Kiml. J E Kne^n, 
lyMalMin, DLambfri.ftii^gMDn 
SfKirfMrld. Oaiiiiv L«k. DbrHiaaii. 
HOLLAND Kamon Um, 
W«mbl»f. l.ondon. D KM^WIIan^l, 
Hantvpoak, ar.in WcKi*, 
StawaniKi. ScDiLirid. A J 
Marttiarri. Hof/an on Sm: Gatsid 
Marridt, CJrMK*0ar, Laa W atdan . 
BaMtofl. Atotn . Ahm^ MuRwUMd, 
Calv«<t«ri. N«tll . G 'Mrtton, 
Itlfcaflon, Dtf^, H J OHun. 
AUar|en.l>varpQ(>4. Ricnj'd 
Pfirtvr, htawwit. G'oi. Mi»M 
Panklld, BcriMhnF. if n PercivaH, 
Maodwaftotd. Jonathan Pb^un. 
Mycknati. Nont A Pfioi.yi'oitfifl.. 

Stlrrvy, Netl Rcyw. St'flngi^irp. N 
^ San, Craylofd. Kent C»rlS«i(1fin 
Aakarri, DonCailHif PjuiSnirpa, 

Purj«v, SuTfCTr. Witt Kansn Stia*, 
KHJdvrm irOiir Lin Stillant, 
S)wH>cld: Lv« Sfiunlcwcwd 
T«k«ilw. E»Mi . Sc01t SlTK,!*!!. 
AyrgiDire. [larfAllSniiEh. 
DDHCdilei, S Yorits flo^BF Sirvim. 
Maldon. Euir> . Paul £«iirTW[Hrh, 
n«sto«. Lir>c4. V St^r^.^nranori' 

OaylOn, t^aulSullon.MihiKfigK. 
Oavon. Piicho)j« Tiimar. 
Hamovnn, ^ Nidlanda. MiM 
Gillian UFQyhart. Abafdecrv, im 
AMplalf. Piufl«y,S(in*y. A 
ttt/am. Dl^Md.L*ii:ntar. Crai« 
Wanon, BadaM, Nyort*; T 
Matton, F^lvwrih. W Suaaan , 
Sitva ^Btl. Worthing, W Si«H«m. 

J«H(! PiUjI WKtI'jtv. 

ChrislclHirch.DorMi, RAiAmi^n. 
CfOwborougt}. SuiMn, Andraw 
Wmmari. Chp unchurch. Ooffat. 

Simon WochI, SradtorrJ, A Wii^l. 
Lvi>ni<wlQn, HanU; M«ffcV Wrighl, 

&»l Ml, W Mtdtwtdi; Mlei>aai 
Yiitap, nornkii 

WiMNQtt Of T>iE PKLCOMCON 

ooNPrrmoN (XMAS} 

John Gi««n, Toddinglon. 4an 
hkfdKn. Airawiai. St*«n«. A 
Mdlwnrta, ThdfntDn-HttlK 
Surr«v: Afan Odtaa^.EoiadWa. 
W^rorlw iticliHrWaia» 
MalhnDtKtrOueh. fi tpO i a i to 






, Edmonton, i,#tdon. h 
WhtninuHMt, NrO t ia wm y. 
S^fWiRli*. JuiMidAlnMd.Morm 
Aeiofi. Lfindon: A Albvci. 
Fl(Kh4fly, LDndam; N(i*Dan All, 
London. PAthafhm, Gnrnatay, S 
MvrfTibataJda; A Baday, Cartfvanofi. 
Surray: Marc 3ak«r. Dcyrton, 
Surrw: J K.iain)on-Hanior. 
Nvl W. Nolu; CoNm BaM. 
Skatmaiidala. L«ik*. ftaii B aaiiia. 

Kftioi Lynn. NiwfqJIi, Paul Q«rry. 
DsMft, W Yoflu , $i4THxi De^nt, 
BrMkMll, Barld, tqtial Bhathal, 
Houfwlowf, MlddlflMa, Minin 
■ladi. Hcjtham, NerthumbarLand. 
I^iaaa^i Bgd^. Arnold. 
Ngttri0hani. Sium Bofa, 



Evathim. lAlorct: ArtdiaH 
BriUhloFci. Huthdatv Nothanti^ 
Mpphial BucMan.Oi«am, Sunifv: 
Nail Bymwdv iMlMmft. HOrtt 
Munlo Cantfltwll. Me ol LmHul. 
Seotiarid. N Carudaia. Sla^-an^ 
Tf »n(. Staff*. Slav«n Oieurno, 
(>0uffla«,lilaOl M#n: Stafttan 
Cormmrii, PDrrii«lr*et. W rerka; 
Nraal C4i<nmiri« Waal BrntiNHdi, 
W MMtandt. dr^wn Emk 
Malvam Walli., Wona, Mw« 
FancMltaob, Ickariliafn, 
M Kfc M ei a x ; Paul FafBuaork. 
Hurrtngtvi, York, NaiTFtiiNK, 
PaktMn Gr^Wv London; MartM 
fr'attW. Crai^avon, Co Armagn ; 
Darrall Garvin. Cdaraina, Co 
LdndDfMVrrv. Jonaltian GrII, 
BMAaitharn. Kant: $m(iiari Hahim, 

Sundbrtand, Tyna A Waar. ftotian 
Hardiman, fteading, Badia . David 
HafMSW. M#rtiord. Rarfi: I i\v\. 
Thqrrtiofoujdi, Bucfcmatumi, 
AndhtM H*y > iiac*|iBi!»t Unci. 
Jo^ Hinaa. MMWalttHr. htanu 
Robart Hof naw, Amoidl Nona. 
Tony InstDFir, frMtqnoflh, 
Shrofnhirc, P JvHrwt, 5maH 
Hanrh. B*rnitn0tviiti. ADjon^t 
HaHf^r^i. Karrta: Cataint JoT)*!. 
Taxman. Sama*aat. Jaaon ICan*. 
KirfeiAUIOQh, Scotland ; AnhWAr 
KMwHit Piotwn, W««l ^utamn -. R 
LHmiA«dnHWd, W Htdtonda: 
A^dhtniy Laftay. Skkeun,Mf«: 
Ela |iiia n (JnHln, Buwham-dif!!' 
Crouch, Euan , RapTiaai Lvf*. 
O«lord ; G H McCam-Mxtn 
F uhiiqcil tartca^ SwtHm McC»rroH, 
WirraJ. MU M yi rda , Stun I 

^4cFarllarta. Olaaeow. Juri^n 
^*atiriOMr«. NinvtDra Farm, 
H*rall)rd. D W M«v. ChiaiMCk. 
London. Atan k^rttgalla. Gq aporl, 
HaMa. MnCM(>oF0 intJIte. 
S^ff>aid. DavJd Mihriii, HaFHOA'. 
MinUnax; G J Morrrh 
FiO(t^4tcini> Kafit. S u p ha n Moori*. 
F< ~ ' '. '"i^Mabury. Btuc* 
tf I xirgh; Graham 

N,L«... ,'...,^.j,i^ a«rka:Mtchaa4. 
O'CDnncxr. EXiMin: KjrmOn. 
Bradliifd. W Vwki. Mai«>*w 
Panalhtt W^ifnaioM, DMih<i«. 
Ai»rian Pano. Aah. MantK Anthi»ny 
PhrhgwMi. UyMjOfi. Mn'PA 
Pilbi^i^Of*. FaKthCulh , CormvaU : 
DwvidPovay. Co DottFn.N trviarid. 
Colin RiwIlm}, $1 Montra^Filt, 
Mthoal Ari^iraon, tXinmi FaHrr, 
SvMnMw; Adrian SamM, D^dCot, 
Ohotl, NicfcSgnaoffvLawnJ nat af, 
l^ialgrrtthiFa, FarlaySeodKA, 
Egfiam. Siirrpv, Jairies Mjitwalt . 
Scon, Wimbladcifi. LOmkHi, HnVy 
Sb*d*K Giataow, J &vayl«t. 
9*»C0n»ft«1rf. BU*fc Danfln Stma^ 
OrpmglDT.Kanl, MaitiSlafar. 
fMTlwfd, Harit, AdianSmitti, 
G<Hfxu4.>"l«''lt. RSrniikEiling, 
L^n^lon; Q P Sllbt«*, &»wWn. S 
York«, jHon Stfrilgrd. 
Halmowan. W Mtdtartds. H C 
Sti»t4fl. Waci Oravton. MlddHaan , 
Aniirew Stockar. SovEhovrt, 
HeFteywle'. E Syiwrn. Spalding. 
Lmo. Andrm* TaKiy. 
Pvtafbomioh, CamM, S«trt 
Tapsar, Sakafcurv. W>n*, John 
T^rhnv Csnaa^t, C*» Ourliam; a 
Tamplailon, Ealing, Liindan: David 
T^HXTvaii. NuritmJi. WtddlHiax; 
CHnataphisi long. Sa|)«p*a, Lat«a: 
A4tiir) mvitf. Nor bury, Landtin; 
A/idr«MrWl|irnari. ChfitlchuKh. 
DoriM, MidiaaitWikirkwn, 
Panarth. S Gtamofflan : Pichird 
Wilkaitn, niiyl. Cfii^d . Qavid. 
Wimannqti*^, Hlinl«v. Laiti; 
Artdrim Wood, SfMi^nymoor, Co 

Durham: P W^od, CortekiuM. 

Surrey, Slatan Wood.^iMfinJrdi 
■MlddluKK, Simon Wytan, Otd 
Hamniialfl. E Suaaoa 

WMNEIK Of MATCKOA V 
COMPEtmON (KMAS! 
MiH N Adrant, London; J fcitau. 
Mappwrlty. Nottiinham: Garvch 
B^rfcar, Htklyvyell. Cnvyd; Darvui 
BM/h, BlfcUHOl, Lanci. Micftaat 
BcFwdUeh. vWvia. S43rTWMi 
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WINNERS WINNERS WINNERS 



\ 



Gr.iH.irri Rr.^wv M«Mli«glH1|-bv 

5* l,)«fljricl, [)C«fTt)ll, 

t>*\ r . y^-^fM-ji. Em*' . A L G«vi««, 
NcATlii W Cl4rn<Hg«n. Rrjn Dmh, 
IjOnolcHd. MpddkHBA. C>Hi) 

<>ar«t(i Ev«>vi. FiHV''tn, Cardiff. 

MidiMH Gil'. $Mr4niva, I)iM4«l; 
An4J<««Hall*ti, Kirfc^Di, LdmH: ■ 

^lontAghm), ftHuth, Hiirvi«igr>, 
C«H«. J HHthMd, Ltmdkifi; 
And tw Mdcliich, W*r rinMtxi, 
CheiNife, UnMine* Holt fwj» 
Uft'ht. Karits, Mie*t«*l.bntH, 
Mvict«are«iv Sutlon C^Wftntd. 
fliChAfi) Kilcline. Mily«tfi, Ww cs. 
PhKI Ladnrp, Cmwflt. tMHJt; N 

BifiTNnqhiri'i'i Aftuiii t Aty, 
Sahon '. i,'dL«ita. 

HotFiclh Slooiwn 

Sirri«h Lyons, Scawtri'. S 



E«clr». IMgnchttflwij K*win 
MlcK«Mvn,CiDTynvM. Sltftrnn 

BtntiNiglum, PTMlboMorrOk, 
BfrUKtahlfTi: CltrrthjIlMt Nf 
LviAiiL E SuMAJi . nhil R»vn«lih. 

ROMh, KinafWir>lgFHd, A 

VRMhvtL DAyd . Artdmw 

S«U(tcl«ri. GaipDrt, Htann., Mr>N 
SOtrhfl. B*ungt1ako. NinM; P' 
S«mp»ot% SJ*»**ton. W.li», Pfrt» 
StffVJKm. VWwnimitw, Willi, P»til 
■•941. Hirrtqf il. Hwti. Oirn 
ThwnM, Utiroo, Clwrtt«r. lan 
Vineont, M»ni»f«ikS, NflfH, Birry 
Wriitiru, BArwir , QwyrHHld, H 
tArhiW. vVb«I JUIdietKDv, 0««i. 

WINNERS OF THE KET TI^OG V 
awU>ET|TK114 1 XMASt 
WkUNwUlUlii, LiKmhKn N U: 



WOW B«n^. Bury Si EtHtond). 

S^jltgJk Mn TM Bcrfli^, ),l#ntwit 
W«K)». SGlam, JE B«jrr«ld H«rtliiv 
Smwri. Wott«Slar^ ^jn CfMckfOi.. 
Cannock. St«ftt. A0O4rD4y>«. 

WinnamCtoii, »*tit, AQuxchi. 
Mult. K Ivlev. E Oavti<»\ £urr«v. 
SMvpn FQniAf, £r|tnl«y.C<9 

M*fi GcHj«l\. Mytiw. Mtafn: I 
Grtigory, Or lord, SO GlKiltii'd, 
Un«n, e«d*i Ro^rt MAFduitll*. 
Lrmrfiao^: Diwid Hill, Bu<iCfi^«n- 
Tt«N:.St**(i. S»<i^ Milt>v 

FfiliMijic FSijiwji, Ptrt»rHo«^4>'. 

WcfC«niiA, Sate, Chnlhinv K««iri 
P<K«( UilUin, GrtVaiblWY ** 

M tO; S KickhollL GHttmg, Nans. 



5'' -n«n,Srfti«1glori 

CtHwiQflw Avon: l«n SMm. 

tnHord.ShfOpShtP*; DltvXl Sic^n, 
H*lf«l<i. H4rt», MiM J*^<i S«v*'. 
Kxigi Lynn, Ngf f^k , Ptu I Sirbtil. 
Harpogtl*. AAdiMr BnuUmin, 
DowM, F^nrrttiira, Oui-cAn S^thITi^ 
SlwrbndH. W !«U4l«ndt , FA 

Soloim»i;.B>«ntwwxl. EtHK^ 
Suriw^ Stirt, ClwyltairHifii, 
Covsniry, A]itt«L/ T«vi«, 

MiliM^wiB, Clnwwf. AfidiwM 
Trtdiw, ii%<ao«»rHJn^ Sufte*; 
Srfnon W4t4 UMittt ESwcv. 
Smphfii VVvtatHf, EaalMiflh, 
Hamptiiliirii: H Whiio, 3tn1»ujv 
OfO-R, MalltMVif W<U>«rr4. 
H*Kfiigicn, Oiifg^. 



vnssEif ^ 



.^■ 




^i'-; 



/» 
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VOTING FOR 
THE 

ADVENTURE 
CHART 

The CRASH Adventure Chart 
h^ picked up constdefablv 
Since we first tntroduced it, with 
moro and more wofes csorrung 
in ervefy day' To make lile 
easief for sorting, we are now 
providing a separate write-in 



form, so please use it for the 
Adventure Chart, and not the 
one included at the bottom 04 
the Ho^lirte delaiJs, If you are 
vfOling on 5olh charts, you may 
send txith fwms together in the 
same envelope of coursa. 

How to register your votes 

There seems to have been 
some confusiorii in the mirtds of 
voters for the Adventure Chart, 
so lo daiify the situations, 
here's tww we do rt. You may 
vote tor SB many titiM •» you 
wish (not just five as in the Hot- 
line Chart) and you may award 



any of them points out d ten. 
So, fOf instance, you might 
vote for seven titles g^ivrng 
each of them ten points il you 
think they are vwxth it, or only 
three and give them one each 
These vol^ are then adided up 
for each title and the total is 
divided by the number of peo- 
ple W+10 voted tor the program 
resyjtirra in an aggregate 
5gure From these figures, the 
top thirty adventure games are 
taken in descendir>9 order. 

Phionod-in votes are 
accepted over the Hotline 
(0584 301 5) in the same way 
Iplease state that you are vot- 



ing for the Adventure Chart at 
the beginning), and may also 
be written in letter form without 
the use of the coupon if you 
prefer, 

Advetiture Chart Prize 
Draw 

And don't forgel ttiat, like the 
HotlifW Chart, you ^n wtn 
prizes' Each month we draw a 
winner from Ihe voters, who 
receives £^40 wonh of software 
and a CRASH T-shirt, with four 
runners-up each getftrvg a 
T-shirt and a mini-suoscription 
to CRASH fof three months 



I ADVEfmiRE CHART 
I COUPON 

I 

Marw 



BwTsemtoef ^ pomls out of ten tor ^ many tW«e as you wtih 



\ 



Addre^ 



I postcode 
I 

Send your ooupoo m CRASH ADVENrruFIE trail. PO box 10. 
I LUOLOWiSmOPSHIRESYBtOB 

U_- - 

[ 
I 

I Name . . 
Address 



J 



CRASH HOTLINE WRITE IN COUPON My top five favourite programs in descending ordtr 



block capitals and wnie cit^«if ly! 



are: 



TITLE 



PRODUCER 



I 

[ 

I --*■"■■ 

I Postcode 

I 1 

I Send your coupon to CRASH HOTLINE, PO 80X 10. r 
1 LUDLOW, SHROPSHIRE SY8 1DB 1 



I- f f «•**.-■ < 



+ 4ii '#•«*-' 
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S!fTiHJiii-rs: 



f \ i^ 



F*LnSdl XHE CwfllVIE: 



ffi 



«>^. 



IS 



Oiax: lae, TMnirw v*T-mi fAsuwui 
ttt efmtwF (HHKM tJifiM «c P€ fifjm) 






^% 



^ 



J^. 



tamt 



h^^ 






iL^' 



^- 



^J 



[7" 



.c.^. 






^ 



^ 







3^^ 



_,^i __^ 

r^^^. 



/^^f ' 



1/W6 



"^s^ 






^rd 



r^r5 



f4WWj 



''-/ 



/'-^V 



(t^ 



TitJ'OSiiT WfT 7ip\TT- 



1 



'^'^/^ 



:"^- 






r^ '■'''^'^jl^^ 



t\ 



WM 






^M 



i 



\J 






^v 



J '^ 



S^Aftp 



fiV 



^Jijj 



m: 






.4)0* 












Y" 



^J 



.s. 



i'^/ 



>1£ 



OXAP 



iso^M^re The ^ttrmtft /^iv^. 



; f f ."^'^ 






rtw 



P^ 



■A 



4*tfcj.' 












^c^ 






v0fM»tUr£U>' 



** — 






I) 



*«a3)"^j 






'^vi^lv^ 



1 I ' " 



L-fi; 



ii.itrtM.. 



>v^ 






r^ffi* 






3^ 



4 












^\ 



^. 






fj^ 






■'^\ 



s^- 



Vl" JH jl _ 



rtoJMOty^ 



?^'^^ 






fj^ 
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AAAARGHi SI>ow!i. Show», 
SHOWS'! I think 1 h^ve gofW off 
VKhttjiti'Dns. There's probabivH 
kit of stuff about the LET ihow 
ekewhure m this issue Itoa nght 
— EDi. but well, whflt woutd me 
be I i(te without xrm ihrQwing in 
■nvhia'porth? 

The an of ttut? exhibition i&to 
^snd around looking meaning- 
ful ^nd duthpritiitive jbuy^tj fof 
big shop c basins ittntj Lo be far 
better al thkS than exhibitors, 
unfortuatelyf and thereby cadge 
as marry drinks as pos^it^le off 
the assernbied jourria lists, 
foreign buyers, advertising 
e;(ecu lives and sondry other 
Isckies- Naturally, in the course 
of ckjing One's busin^s^ (le^ 
BeUing the proc&icti one has to 
buy qu'tei a 'ew drinKe for the 
same Idckie^: in fart the realty 
teasoned and profes^nonal 
dxfifbitors Cut oul all ihe extrgn- 
aous hassle by heepmn large 
quantities of booze on their 
Stand &i all times— I mean, 
walking to the bar can be such a 
draaag — 

All m all, (hou[}h> this show 
seem«d remarleably flat, espec- 
ially compared with I he PCW 
show in the Autumn, Perhaps 
it's iust that you always get 
much more piazzsx a public 
show tfian at a trade one, but it 
did seem to rrte that there was 
precious little r>ew stuff around 
at all, and whai was there was 
hardly revolutionerv. Of>e or two 
notable exceptions were 
Ocaart's Gift from the Gods and 
Beyond's Shudowfire, both of 
which were written by Danton 
Deanns — now how come ih«w 
people never produced any- 
fhing cla&sy while they were at 
tmagine? 

Also getting its first public 
airinp was Gyfon from Firebird. 

which looked vdjfy impressive — 
weli worth the CRASH Smash it 
received last month. There was 
not a lot of «trat«9v g^m^s to 
loole at though, arid one story 
ttiai emerged at Drte show was 
that of Loth lor iari signing up to 
do game or two for Q u ichKilva. 
1 know Tva not always boen kind 
toLothlorien, butai least they do 
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try and CroBle games (hat do 
moi'e than just improve your 
wfJs! action. Perhaps wfth 
Quicksilva giving them a nudge 
in the commerciai direction, 
they may fitart realty showing us 
what they can do. 

Realtime Software, who so far 
as I could make out are ihres 
beer-gutted, cider-swillirtg, 
bearded heavy irtetai lovera„ 
spervt a (Ot Of time demonstrat- 
ing their extremely tedious 
game 3D Stsnttnke which they 
nave just convened lor the 
catateptic Enterpnse compute^- 
As I approached to ask them 
what thev ihouyhtof 'Star Fleet 
Battles' I was hustled away by a 
bevy of Enterprise saSesrnen — I 
wouldn't have minded that they 
nailed my feel to the floor and 
forced me to watch (heir forth- 
coming TV commercial 84 
times. Qui I'm still wailing for my 
official Erterpri^ track suit to 
pop through my mailtsox. Any 
chance of it boys? Or will I havu 
tu cornpare your machine with 
the Spectrum first? 

On limping downstairs I was 
very pleaseoto discover the 
Ludlow mafia handing out trad- 
itional Shropshire hospitality, ie 
gin, from the CRASH stand in the 
corner. The stand was (am I 
being biased here?} really the 
only decent thing on the ground 
floor. 

A last thought on ihe L£T 
show: the biggest computer 
game company in Britain (and 
probably the wortd] was not 
there. No, I'm rwt talking about 
the inland revenue^ I'm talkina 
about Ultimate, wt>o never suliy 
their hands with these show 
things. Would they have gamed 
any business by tieir>Q there, 
and did they lose any because 
Ihey weren't? I doubt it, Onrx 
again, it looks as though 
UTtimata kniow something that 
the rest are only just finding out 
— that exhibitions are, for the 
most part, just an excuse for a 
binge, and thai there are far 
mofe effective ways for comp- 
anies to spend money on prom- 
ot ion , Thi nk a bout that new t ime 
you buy a game — how much of 



people on the stand next to me, 
who kepi me going with regular 
supply of Pds, a couple of barrels 
of which they had the foresighl 
to bring with ihem. 

Well that's gjol all the exhib- 
ition stuff out of the way, unless 
you want to hear at>oul this 
Sinclair QL Trade day {No. ws 
don't '£Di — I'm 5ure you tton't 
want to hear about il, actually, 
but I'll tell you anyway. iPle^se, 
no. . . Jh was full of some of the 
snoltiesi, most self-congratulat- 
ing, jump«d'up breadheads in 
the bu&inei^a. all discussing how 
this program was going to work 
oul the movements of their 
shares, write the SUM leader 
column and assa^mate Arthur 
Scaryill before br&akfa^i. One 
chap (who shall remain name- 
less bHEjcau&e he works for a 
major psoftware house I partic- 
utarlygotupmy nose — he said. 
'How do you find develop! no 
software on (he QL? Tncky? Ya, 
well we use a VAX for all our 
work you know.' (A VAX being a 
C30,060 mapoffame] 

Ipointedouttothisrevisionist 
jackal that rnost ot the best 
games software was actually 
written on the machine vvhich i( 
was intervded to run on, and that 
game softwant authors wefe 
used to working with the idio- 
syncrasies of var iotis machines, 
and indeed managed often to 
exploit those idiosyncrasi^es. In 
fact, the only software house to 
go i n fo r wr iti ng on b igge r mach- 
mes than the intended end-user 
was, you guessed rt. Imagiirhel 

Enough of all this; lei's move 
on lo the reafly important stuff 
(at fast -£D). tike whelher my loo 
has thawed out yet lAAAAPGH! 

} end my plan to build an 

ornamental shopping centre in 
rriy back yard out of broken 
bricks. May tie I could sell pa<rtof 
the yard to Sainsburysl (Come 
back Roben Manw^d. aU is 
forgiven!} 



Producer: Argus Press 
Software 

Memory required: 48K 
Retail price; £8,99 
Language: machine code 
Author: Paul Clancey 

Aiien is pubitshed under 
the 'Mind Ganrtes' heading, 
part of the Argus ern pi re. For 
onc«, I can actually find it in 
me to say some nice things 
about one of their pri^ducts,. 
AUen is a very good game 
indeed, and a very fatthfu! 
reproduction of the film to 
boot. It's always been the 
case until now that games 
licensed from films or TV 
have been marriages more 
of conyenience than made in 
heaven — garnes like The 
Fatf Guy lend to concentrate 
on a miniscule part of their 
subject matter ar>d make it 
the major (in not the only) 
feature of the game, Even 
Ghostbusters really only 
used two of the sjbject ideas 
from the film, and it's been: 
haited as a masterpiece of 
thematic conversion. It 
makes me wonder really if 
software houses view name 
Hcences as anything except a 
licence to print loads of 
bread from the gullible view 
iftg (and Itstenmgl public. I 
mean, what on e^arth are 
Ocean trying to do with 
Frankie Goes to Hollywood} 
I'd guess it will be a straight- 
forward platfonn game with 
a few naughty bits throwri in 
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for the giggling rebels. But 
simply the fact that Ocean 
/,, reckon they can sell a comp- 
uter game with the name 
'Frankie' on tt. with no initial 
plot or game idea latd down 
at all. indicate the pcxir 
esteem in which most comp- 
anies hold the material that 
they draw their licences 
from, and their totab lack of 
regard for all the creative 
work that went into the piece 
irt the fir&t place. 

Thankfully, this is not the 
case with Atien, Alien, the 
aame, has been written by 
faris, and It shows. Anyone 
who has seen the film will 
know that the situation gets 
incredibly tense once the 
hunt for the Alien gets tinder 
way iri the iship (if you 
haven't seen the fifm, per- 
suade someone with a video 
to get it out — it reglly is one 
of the best and most prob- 
able science-fiction films 
ever made; its director, 
Ridley Scott, has gone on to 
make 'Blade Runner', and is 
also very famous as a TV 
commercial director — 



recent pieces include the 
pre-RaphaelJte Ma^ola 

commercial, and the Apple 
1984 Mega-commerctal 

shown during the Super- 
bowl, which cost 2 million 
dollars for 2 minutes — but I 
diqress). 

There's a quicic summary 
of the film in the excellent 
booklet that comes with tfie 
game. Tension and sus- 
pense are very difficult prop- 
erties to convey in any 
medium, let alone the comp- 
uter game< which gives you a 
£iuaint iittle flickering blob 
when you wanted a chain- 
saw, and a squeaky little note 
when you wanted a massive 
pipe organ blast! All the 
same, more reason to con- 1 
gratulate the author on succ 
eeding so admirably \n creat 
ing a tense environment in 
the game. 

The action starts when the 
first member of the crew has 
just had his internal orgar>s 
re -arranged by the Alien 
bursting out of his chest. The 
hunt is on for the beastie 
with the remaining crew 



members, one of which is an 
android whose aim is to keep 
the Afien alive, just to comp- 
licate matters. 

There are 35 different 
rooms on 3 dedts to search; 
but the rooms are also conn- 
i^cted by ducting which the 
Alien uses freely, but which 
most of the crew are loathe 
to enter From what I can tell, 
there are basically two ways 
of destroying the Alien— it is 
possible to he<d it into an 
airlock and then bEast it out 
into space, or it is possible to 
leave the Alien on the ship, 
set the auio-destruci mech- 
anism, and escape in the 
shuttte Narcissus, provided 
that you have Jones the cat, 
and no one is left alive on 
board the ship, 

It soon became clear that 
my attempts to find the Alien 
were of secorxJary import- 
ance to my need to find the 
cat — and it was only after 
miy third at>onive encounter 
with the little scumbag that I 
sussed I had to have a cat 
box in order to c^tch him. By 
which time, of course, fttpley 
was the only person left on 
the ship and her morale was 
getting distinctly frayed ,„ 
another feature of the game 
is the way That tfie responses 
to orders are affected by the 
personality of the crew 



member, and how much 
they have had to suffer. I 
found that Parker the engin- 
eer remained confident and 
responsive right up until the 
Alien sneaked up behind htm 
Bf^d bit his jugular out. 
Ripley, on the other hand, 
freaked out so much at the 
sight of a dead body that I 
had to take her haifway 
round the ship to avoid 
coming across any more. 
Not surprisingly, perhaps, 
my invotvement with the 
characters in the game grew 
as the number of the crew 
dwindled Ue got chomped by 
the big A), and the game 
became more of a tc\\f- 
playing game than strategy 
command game; until 
(because I'm not very good 
at it) there was only one 
character left, and f started 
identifying compEetely with 
that character; becoming 
first jumpy and then down- 
right scared as I went into yet 
another no^xit storeroom 
hunt for Jones the cat. 

When you're playing with 
the entire crew at your dra* 
posal, though, you do get 
quite the feel of being in 
overall command. I even felt 
at times as though i was on 
the ship, as the unseen 
commander. The screen 
shows you a plan of the deck 
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yoii are on, or the ducting in 
the imrnediate vicinity of 
anyone who is unlucky 
enough to be down there. 
Vou ar& given the menu of 
options to choose from — 
the main menu has the crew, 
to order individually, and the 
three deck plans. If you 
choose a crew member, your 
rnenu then changes, giving 
possible movements for that 
member, and other posstbii- 
ites such as picking up 
weapons, entering ihe 
ducting and catching the cat 
(!) In particular siituations, 
spec la I options will appea r — 
for example, starting the 
Sfilf-destruci system when in 
the command centre. The 
screen also displays reports 
on the condition of the crew 
member you've selected, 
whether there is any damage 
to the room you're in and 



The sound effects helped 
to create suspense; the fact 
that you cannot see where 
the Alien is, but keep coming 
across evidence of its recent 
passage, and hearing it 
move around, adds to the 
atmosphere of gropirig 
around in the dark — again, a 
very faithful recreation of the 
film's fee}, Because you 
know it's a real-time game, 
the little scrapes you hear (of 
doors and grilles being 
opened) and tihe blip from 
the tracker become vital aids 
to your strategic planning — 
whtch is a whole new area 
for sound effects. Of course, 
as with any computer game, 
there are bound to be irrit- 
ating oversights in the prog- 
ram. I would persona [ly have 
much preferred to have been 
able to see all the crew's pos 
tttons at once (at least those 



Thm middff* drnvlt pJvn frotn Ar^oM fif*mM SofTMr*/* '* tci-fi hormt g^tn* 
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whether the GriiJe is open 
{important because it shows 
if the Alien has been there or 
r»otK You also gel the occas- 
ional message from 
'Mother', the ship's 
computer, telling you useful 
stuff, like the fact that while 
you have just been picking 
up the cat box one of your 
crew members has taken 
compulsory redundarwy 
from the monster. 

There are a tot of aspects 
to the game which I have not 
e^ntirely come to grips with 

Ket; like, for example, exactly 
ow to work the 'trackers' 
and how many sensors 
'Mother' has. I did, however, 
find A very useftil to make a 
map of the ship; it's not 
really necessary because the 
ship is shown on the screen, 
but it does help a great deal 
in familiarising yourself with 
the tayout of the ship, the 
names of the rooms etc, I 
found when I was playing 
that I rarely needed to check 
the location of rooms from 
the menu on-screen, which I 
think saved a lot of time — 
and speed is very important 
in a real-time game of this 
sort. 
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Producer; Red Shrft 
Memory required: 4SK 
RetaH price; £12.95 
Language: BASIC with 
some machine code 



Interestingly enough, this 
month I had set things up to 
review just two heavy- 
weight' gam^, both of 
which are menu driven. 




on a particular deck), and I 
found the menu selector 
system a little cumbersome 
to use — for example, i 
always seemed to select the 
wrong option and go back to 
the main menu just when I 
needed to do something 
realfv vital, iike catching the 
cat. Surprisingly, thougli, the 
menus themselves are very 
well thought out, and I rarely 
found myself wishing I had 
more options available than 
were iisted— with the excep- 
tion that it would be usefuf to 
have beer) able to connmum- 
icate directly between crew 
members. The special' 
option always seemed to 
cater for particular situations 
— a definite improvement on 
Other fixed -input games 
such as Lords of Midnight 

Finally, Ahen is a hard 
game ro win at, I thought I'd 
done real ly well after a single 
two-hour game, to get one 
member ofthe crew off in the 
escape shuttle with the cat — 
but I SCO red 0% I 

Overall verdict: an excellent 
game — should keep you 
going for weeks. Hitchcock 
would have loved it. 



Foolishly, \ lumped to the 
conclusion that you would 
t)e able to go into these 
shops and buy things. Well, 
apparently you can't; per- 
hapsyouhavetofindatrans 
lator [a babel fish perhaps?) 
fjrst, but there is nothing to 
give you a clue. While this is 

Suite acceptable, indeed half 
ie fun, in a text-interpretive 
adventure, in a ten input 
menu driven game, it seems 
obfuscaton,!' to say the least. 
That you can't apparently 
do very much m the game is 
not its only shortcoming. The 
graphics also leave a lot to be 




However, while Afien defin- ' 
itely lives up to, and even 
exceeds expectations. The 
Iff pods does not. The psdt* 
aging is nice {as indeed is 
AfiBn's) and includes a large 
full-colour map of France, 
showing the various rivers 
and the White Mountains, 
your destination. But I began 
to have doubts about the 
game when I started reading 
the instruction booklet- It 
promised lots of interaction 
with NPCs (noniptayer char- 
acters) but said nothing 
about how this was going to 
take place, f^ot to worry. I 
thought, all will probably be 
revealed iii the game itself. 
This did not transpire. 

There is a basic menu, con- 
si sting of looking left or right, 
moving, eating and getting 
status reports on health and 
possessions. There are also 
options lo pick up or not to 
pick up objects — you cannot 
drop objects. A special menu 
comes up when there are 
Tripods around — you can 
look left or right, move, or try 
to dazzle it, try to disorientate 
it, or eKamine your pack. 
Great, I thought, I just 
happened to have found a 
grenade lying around earlier, 
let's try and blow one of its 
legs on But I was not able to 
get the pineapple out of my 
pack, let alone fragmentise 
the machine with it. This 
same problem seemed to 
apply to all sorts of other 
things as well — for ex- 
ample, there are shops 
dotted aii over the place, and 
you carry money with you. 



desired. Red Shift have gone 
for tf^eir own 'landscaping' 
system, giving them (i would 
guess} severiji thousand 
vieviTS in the game. Each part 
of the picture is well drawn 
— there are four or five diff- 
erent kinds of trees, loads of 
different buildings, bridges, 
marshes and so on — but 
they are assembled to form 
pictures that throw perspect- 
ive out of the window. Therf 
are also a series of graded 
lines drawn acn>ss the lop of 
each picture, which 1 pres- 
ume are intended to enhance 
the overall threedimension- 
al feel of the picture — I 
found them rnessy and irrit- 
ating to look at. the drawing 
time of the pictures is not 
fast; and this is a complaint 
which applies to the whole 
game — response time is far 
too slow. Most ofthe game is 
written in BASIC, whicii 
means you get these tedious 
pauses betvween pressing a 
Key and beir>g able to do 
something else And 
occasionally, for example 
when you come across a 
Tripod and need lo move 
fast, These delays make 
effective gameplay imposs- 
ible. 1 gather that The Tripods 
was going to be the garr>e 
that would revive a rather aid- 
ing red Shift but I have the 
feeling that it may t>e their 
death warrant instead. 

Overall vardkt; However 
much you liked the TV series, 
don't buy this game. You'd 
be better off waiting for 
Ocean's Frankte. 
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We interviewed DAVID ROWE wntie he was 
stiff trembiing a tittle, fresh from the experi- 
ence of being interviewed on TV about his 
la(ci>c work — the inlay artwork for the Soft , 
Aid games cornuLition tape which has been 
produ mo/if'Y for the Ethiopian 

Appear I n< ho turns to Jetty on the 

Telly, 'he stauav— anu his throat was still a bit 



Dtvid BfifWtt begsn his astoc^ 
iatiofi with fhs software industry 
in the Autumn of 1982, when a 
friffid of his, Nick Lambert, was 
setting up Qukl&Hv9. Called in 
to do the eovwarrwoiic for Ths 
Chdss Playar, David fipidiy 
became a mainstay of ui/ick- 
siiva 's Art Oeaartment and whi}^ 
fBfnaming a irdeianco, has $0 fir 
Uone OiferSO covtr iftustrations 
forOuidisitva. 
But that is by no mtans »IH 
59JWW1 hfaditating from 
Brighton Pofytechnic in 1$75 
and becoming mvotvad in ittas^ 
trating covar inlays, David 
wQfkmf as a 'Jobbing artist', 
appfy/ng fjis skithas a draughts- 
man iq tha requiremants iff his 
ctiants — and apart from iifta- 
bating catatoguas and broch- 
ures on commission, he spent a 
while doing acrylic portraits of 
people's pets. 'Grinding hard 
work, ' is now he describes this 
ph^te of his career. And white 
ft0 wind-cycfed round tftt 
country Janes of HMnpshif% 
paitty propelled by tht bmesM 
catching the A1 portfolio he 
carried on his bxK he $e( up 
deals with pubs by which he 
drew the booxer and sold a set of 
fimited edition prints to the land* 
ford, who then offered them tor 
sate to his regulars. 

David was tn at the start as a 
software illustrator and he has 
pitinnd the pietii/es which form 
dm Imtit m* f»rge number of 
b09k COVtff for firms such as 
Attd(s&i Wiastey, Interface and 
/Melbourne House — all tor their 
eomputer-related titles as weft 
as producing covers for magai- 
ines such as Aooni Uier attd 

cavG. 

*ThB computer industry pro¥- 
ides such a terrific medium to 
work in, and there's a great deal 
of allowance for personal ex- 
pression — and the games 
almost demand an illustrator to 
incorporate a bit of tun and 
whimsy m h'S worfi, A commiss- 
ion from an advertising egefwy 
lOt sty, do an ai/brush painting 
of a fridge can be soul-destroy- 
ing — but you have to be profes- 
sional, ' he told us 
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He has iMtff invotvtd in prod- 
uc/ng coffiputer graphics; using 
sprite designerwriTTonbyJohn 
Hotlis he did the enifftMion and 
graphics hr Ajqu^pJsnft But he 
has no ptens to get involved 
more doepfy in this field— epert 
from 9 bit of hififh-hi/sh Wff/* 
cufTwnrfy undenn^y for * top 
secnr naw Oaic*sHva project 
his interest fies meinh tn peifft- 
ing. His iUust/ation fof Sewff 
White's program Ant Attadc 
went dawn well with the prog- 
ram's author, who is 9 scuiptof 
as weli as a programmer otfd/y 
enough. Thefir^ttm&DavtdAnd 
Sandy met was at the launch of 
the game — but (ftOK 90t togeth- 
er as artists tor ma ZorniM 
Zombie cover, byv^kh bangs a 
taie... 

Rather then draw an ant from 
memo/y, David went out and 
bought e second-hand micro- 
scope for £ too. found an ant and 
did the drawing from Hfe. Peer- 
ing down g microscope with one 
eye end using the other one to 
do O drsvtfing ofwttet was on the 
slid^ wds how hs got invotved 
with 9rtt After sti^fying Zoology, 
Botany and English at Ale veh he 
decided to 'become a hippy' for 
a couple of years (m the late set- 
ties) before sterling »rt school. 

His current mem prOfoct? 
Acting as co-ordinetor to e teem 
putting together a book which 
wilt use a large nomber of soft- 
ware artists ' work — aiong the 
lines of the album cover boot^ 
putjtished by Paper Tiger (for 
whom Davia worked in the sev- 
enties}, 'ft seemed the logicai 
thing to do,' he axplained, 
'there's an intemationai markm, 
end it can be sok/ # v g y | rt» /w/g 
that computert amat^, not tost 
in bookshops. ' 

hlot bed for e seif-confessed 
ex-hippY. but ftas he sold out 
with his wife, two-point'four 
children, ford Cortina end smni- 
dotecJ>edhomeweatked. Wife. 
two children — end the dog's 
pomt-four i soppose, I've got s 
mortgage but if s e ford Swrrg, ' 
he chuckled. 'I work from home, 
so it's a compromise, but iergefy 
on my terms ^- tm not suffering 
from ttre daify grind. ' 

Lucky man. 
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TRIPTOTHE 

WAR! 

THE CI ASSIC MOON CflESTA MA NU FACTU R EO 
UNOEREKCLUSIVE LICCMCE 



SPECTRUM/SPECTRUM t £6.95 
COMMODORE 64 £6.95 



TRADE AMD Cft£OfT CAfiOOBDEBS 

INCENTIVE 
54 London Street, Reading RG1 4S0 





Your striker 
traps tne ball from 
.1 perfectty placed comer Rick, 
takes on the defender and dri&dles 
neatly round him making space to 



area 

and vour star 'jT 
striker seizes 
tnis ha»fch: 




chip in a teasing 
*i cross -ball to Ns 
advancing 
GannjTiate 
in the 



siX'Vard t>ox, mere 
Is no time to control 



the baft your player must commit himself 
to a snap shot on goal 





CO head the bail 

decisively -^ 
into the vM'. 
back 
of the 
net. 
OAL! , .-, 




mhwn 



Match Day Is as compeJiing as 
soccer itself You will marvel at 
the depth of play and ball control 
offered only «n MATCH day . . 
Shoot to win" 
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Ocean House ■ 6 Central Street - Manchester M2 5NS Telephom 06 1 832 6633 Telex 669977 
Ocean Software a avwl^le from Kbcted branches of: IMMMIMIItfM, WHSMllH. (^7 JS^BS^ USKTS, Rumb«towf nVJIf rr 

Speccnjm Shopi and all good software dealers. Trade enquiries wwekome. 



